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Upgrade up to a Sound Blaster 16, and you've got But like the man says, Get Real. Because there's 
PC audio as real as it gets. only one card 
Real CD-quality, 16-bit stereophonic sound. that »o0d as 
Real built-in upgradability. And best of all, real 100% a Sound E 
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to Sound Blaster. 


And now...the violence that plagues a distant 
research colony threatens the planet Farth. 


As British military agent Blake Stone you're 
thrust into deadly combat against the malevo- 
lence of a mad scientist and the insidious 
mutant army under his command. Dr. 
Goldstern, driven by his insanity and bent 
on the annihilation of mankind, won't 
rest until he rules the known universe. 


The forces of heroic good and villain- 
ous evil collide in this life-or-death 


struggle to control Earth's future. — / 
8g 


Sign up to fight as Agent Blake 
Stone. The fate of humanity is in 
your hands! ( 


For the cost of shipping and / 
handling, only $5.00, you'll 

receive Episode One, The Star 

Institute. Or download Episode One - 
and pay no shipping and handlin; 
Call the Software Creatio 
check out the FREE Apogee file : 
The BBS phone lines'ar 


(508) 365-2359: 240) 
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COMPUTER 
GRIS REVIEW 


GAME C> INITIALIZE 


“When it rains, it pours, so 
expect more changes from 
CGR in the months ahead. 
While it’s still in the early 
stages, we plan on some 
new magazines in the near 
future. Computer Game 
Review Presents. . . will 
be a series of quarterly 
magazines designed to 
cover specific categories of 
computer software. The 
divisions we have planned 
now are Simulations, Role- 
Playing and Multimedia. 
Each of the magazines will 
come out four times a year 
on a rotating schedule, with 
one each month. They 
should be coming soon, 
hopefully around the start 
of 1994, so I'll keep you 
posted in this column over 
the next month or two as 
the plans solidify.” 


The Only Constant is Change ... 


It's been an interesting month here at CGR, what with bringing in some new 
reviewers and having our 486 literally explode in my face (apparently, one of the 
wires didn't like the motherboard and attacked it. | looked sort of like Albert 
Einstein for a couple days). So it is with great pleasure that | can announce the 
status of both Kevin Perry and Ted Chapman as our new reviewers. On page 10, 
you can check out their likes and dislikes. Having worked with them now for a 
few weeks, I’ve come to realize just how tough they are and how tough they will 
be on software and hardware that doesn't measure up. And, as a bonus, both of 
them are very funny when their software (or hardware in Ted's case) gets on 
their nerves. 

Both Ted and Kevin have been playing games and writing for a number of 
years. Kevin is a big fan of pen-and-paper role-playing and wargames. Ted, in 
many ways even more eclectic than | am, brews his own beer (as do |), free- 
hand rockclimbs and claims to be an expert dart player. And so it is with this new 
group of reviewers that we look ahead to the next year of games and gaming. 

When it rains, it pours, so expect more changes from CGR in the months 
ahead. While it's still in the early stages, we plan on some new magazines in the 
near future. Computer Game Review Presents. . . , as these new magazines 
will be called, will be a series of quarterly magazines designed to cover specific 
categories of computer software. The divisions we have planned now are 
Simulations, Role-Playing and Multimedia. Each of the magazines will come out 
four times a year on a rotating schedule, with one each month. They should be 
coming soon, hopefully around the start of 1994, so I'll keep you posted in this 
column over the next month or two as the plans solidify. 

In other news, | should warn readers of the last issue that the review that 
appeared of Severed Heads by R.A.W. Entertainment was for the Amiga version 
and not the PC. l've been informed that the PC version, which should be ready 
about now, will feature digitized graphics and perhaps a new interface. Thus, 
Severed Heads may be worth another look. 

As | look ahead to Christmas, | wonder exactly what's going to make it and 
what's going to fall by the wayside this year. There are a lot of expectations out 
there for Christmas software, but, as is often the case in this industry, I’m sure a 
lot will slip by and come out in January and February. 

Hey, | realize that I've been rambling for this whole paragraph, but sometimes, | 
think I'm entitled to be a little incoherent (maybe that 486 explosion did affect 
me). So in closing, | leave with three final words. Go White Sox! 


STEVE HONEYWELL 
Editor 
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COMPUTER GAME REVIEW 


TREATED FAIRLY. 


AND THEN DESTROYED. 


Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike, the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if you're new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


GEnie 


multi-player games 
100% ORGANIC OPPONENTS 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter XKY95117,MUNCHER then 
press RETURN 4. Have a major 
credit card or your checking account 
number ready. For more informa- 
tion in the U.S. or Canada, call 
1-800-638-9636. 


N 


"Here's the fine print. GEnie multi-player games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all E 
day Sat. and Sun. and selected holidays. There's also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- == simuTRONICS 
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. E TES 
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Want a review? 'Course ya do! Zork's tri- 


umphant return! Page 14 


Battlezone for Windows? That's not all 
you'll find there! Page 62 


Build your future, literally, with Maxis' Sim- 
City 2000. Page 136 
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of your foes. Page 178 


CGR REVIEWS 


Return to Zork by Activision 14 


SimFarm by Maxis 18 
War in Russia by SSI 20 
Dark Sun by SSI 22 
The Great War by SSI 24 


SilverBall by MicroLeague 28 
Tom Landry Football Deluxe 


by Merit 30 
Discoveries of the Deep 

by Capstone 32 
The Strategy Game by IDP 34 
NHL Hockey 

by Electronic Arts 36 
Kasparov's Gambit 

by Electronic Arts 40 
The Blue and the Gray 

by Impressions 42 
Global Domination 

by Impressions 44 


WW II: South Pacific by QQP 48 
NFL Coaches Club 


by MicroProse 50 
GoldeJuno*Sword 

by Three-Sixty Pacific 52 
Street Fighter Il by Hi-Tech 54 
King's Table by Gametek 56 
FPS: Football Pro by Dynamix 58 
Speed Racer by Accolade 60 


Microsoft Arcade by Microsoft 62 
Flightstick Pro 


by CH Products 64 
PorteAble Sounds Plus 

by Digispeech 66 
Sound Galaxy 16 

by Aztech Labs 68 
Maestro 16 by ViVa 70 

CGR STRATEGY 

Gateway II: Homeworld 

by Legend 174 
D&D Stronghold by SSI 178 


Jutland by Software Sorcery 182 


Perplexing puzzles and pastimes await PC 
performers. Page 161 


Bari Dayin Bagdad! 


ARRAARRE 
| un 


XII, , UL 


da SS 
You've been cast out of the palace as a beggar. The princess has 
turned against you. The palace guards want your head on a skewer. 
And you havent even had breakfast yet. This is not good. u It gets 
worse. One minute you're fleeing for your very life across roof tops. 
The next, you find yourself washed up on a desert island...or amidst 
ancient ruins, face to face with a disembodied head (and boy is it 
hungry!). This is really not good. & You stumble upon quicksand, 
serpents, spikes, magic spells, a skeleton with a sick sense of humor, 
and then... well.. .things get just a mite tricky. & Introducing 
Prince of Persia 2°: The Shadow & d a Some call it a dozen 
Arabian Nights movies rolled into one. Actually, it’s your worst 


Arabian nightmare. @ So get some sleep. Once this CoB d b Ü 
swash buckler begins, you may never sleep again. ff) ef UN 
PULSE-QUICKENING ACTION ° RICH MOVIE-LIKE STORY AND SOUNDTRACK e INCREDIBLY REALISTIC ANIMATION 
3 BY JORDAN MECHNER e SUGGESTED RETAIL PRICE: $69.95 (MS-DOS VERSION). SEE YOUR LOCAL DEALER OR CALL 


O0 CODE 26: job! DER AT A 2: S 10 MHZ 286 OR FASTER MACHINE. HARD DRIVE AND VGA REQUIRED. 
ved 
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More on Strike. . . 


Dear Reviewers: 

| felt | had to write in 
and comment on the 
extremely intelligent letter 
from Mr. Jim Corbin 
regarding the review of 
Strike Commander (Aug. 
'93). | couldn't have said it 
better myself. 

Although SC's frame 
rate is poor on my 386/33, 
the game is still playable. 
Now really, if | can play 
the game from start to fin- 
ish with most details 
turned on at the hardest 
difficult setting, then sure- 
ly a 486/50 is more than 
adequate to run the 
game. Also, it doesn't 
take "several minutes" for 
a mission to load, only 40- 
50 seconds-less on a fast 
hard drive. | found the 
control very responsive 
with a CH Products Flight 
Stick. 

Admittedly, Strike is 
slower than other flight 


COMPUTER GAME REVIEW 


POSTAGE DUE 


Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


sims, but | think some degree of per- 
formance can be sacrificed for this 
level of graphic detail. 

As far as hard drive space goes, I 
was just happy that Origin didn't 
decide to release the game on CD- 
ROM only. Besides, a "small install" 
option is included. Soon, you'll have 
complaints like "I thought the protag- 
onist's hairdo took too long to get 
used to." 

| was happy with Strike Comman- 
der because the game is exactly 
what | expected, and it is everything 
Origin promised it would be. | think 
the only players who would be dis- 
appointed are those who had unreal- 
istic expectations to begin with, 
probably because of the amount of 
hype surrounding SC (very little of 
which, it seems, was actually gener- 
ated by Origin). Perhaps if players 
(and reviewers) could keep things in 
perspective they would enjoy their 
games more. 


Greg Cymbalist 
Portage la Prairie, MB, Canada 


While you've brought up some 
good points, Greg, there are still 
some places I disagree with you. | 
agree that Strike Commander is a 
good game, and our scores did 
reflect that. The fact that they 
weren't astronomically high indicates 
that we felt there were some prob- 
lems with it. One was the slow- 
down, that in my opinion, makes the 
game very difficult to play success- 
fully. Another is the amount of hard 
drive space the full game takes up. 
There are a lot of things done right 
with Strike Commander, but the 


game does have some problems. 
That you liked it is fine; | liked it too. 
| just felt it could have been better, 
regardless of expectations and 
regardless of hype. For a further 
comment, as well as more on the X- 
Wing/Wing Commander debate, 
read on... 


Star Wars. . . 


Dear Editor: 

First, | would like to congratulate 
you on a great magazine. | find your 
reviews very useful in my quest for 
new games. Please keep up the 
good work. 

The August 1993 edition of 
Postage Due had a number of com- 
ments that have forced me to 
respond. 

First, Jonathan Drummond: While | 
enjoyed the Star Wars movies, | 
think your statement concerning die- 
hard Star Wars fans was a bit pre- 
sumptuous. | know many people, 
myself included, that enjoyed the 
movies but are not DIE-HARD fans. 
Also, | found your statements about 
Wing Commander and X-Wing to be 
completely backwards. X-Wing is a 
wonderful attempt at a sci-fi simula- 
tor. To call it an adventure game is 
really stretching the description of 
the game. However, Wing Comman- 
der is a mediocre, at best, simulator. 
It is, however, a great adventure 
game. 

Next, | wish to address Jim Corbin. 
It would seem that Mr. Corbin has 
the money to buy the latest comput- 
er system. This is great for Mr. 


Experience all 
new Papyrus 3-D Super Texture™ 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
including billboards, paint 
schemes and decals on actual 
IndyCars. Tread marks “groove” 
every turn to help you find the line. 


From the creators of 

Indianapolis 5005: The Simulation" 
First in a series of Real World 3-D 
Racing Games 


Available 
November 1993 


OPER etary 


IG Gobs of 
Newtonian physics calculate real 
car behavior...speed, chassis, 
engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


- Michigan 
International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar™ 
Racing...right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
car-cams to blimps. 


Sanctioned 


HIOEIESEHEF 
JM 


You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 


PUBLISHING, INC. 


Distributed exclusively worldwide by 
Virgin Games, Inc. 


The Indianapolis 500 " is a registered trademark of the 
Indianapolis Motor Speedway. 


Indianapolis 500 ` : The Simulation’ is a trademark of 
Electronic Arts Inc. 


Actual IBM PC screens shown. 


The CGR Review Breakdown 

All numerical scores are based on 
a 1-100 scale, with scores above 90 
indicating a superior effort. 

The bar charts at the top reflect 
how the three reviewers feel the 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and 
fun the game controls are to oper- 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game, and includes 
maps and other playing aids, as well 
as the manual. Graphics and sound 
scores show the level of the audio- 
visual qualities of the game are. The 
overall score is a combination of the 
above ratings and the three review- 
ers' scores, 


THE CGR REVIEWERS... 
Kevin: Off the computer, Kevin is a 
dedicated pen-and-paper war and 
RPG'er who loves good conversions 
of the same for the PC. He says a 
good sim will turn his head any day, 
too. He doesn’t like the new breed of 
point-and-click adventures, prefer- 
ring more control over the action. 
Right now, he's been playing War- 
lords Il and Microsoft Arcade. 


Ted: Always the cerebral type, Ted 
enjoys games that get him to think. 
Games based on graphical puzzles 
annoy him, because he says "you 
can't always find what you're looking 
for on the screen." If it works his 
brain, though, he'll sit down with it 
for a good long time. Ted's 
regressed back to Star Control 2 
and also is playing a lot of share- 
ware and Microsoft Flight Simulator. 


Steve: Our editor admits that cate- 
gories like sports and technical flight 
sims are not his forte, but he lists 
games from all categories among 
his favorites. Good arcade games 
get him going in the morning, and 
the thought of a well-crafted military 
simulation keeps him at the office 
long past quitting time. These days, 
he's been playing Microsoft Arcade 
and NHL Hockey. 
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Corbin, but doesn't apply to the 
entire gaming public. | have to 
stretch my system to its limits every- 
day (386SX/40, 40 MEG hard drive, 
VGA, SoundBlaster). If | could afford 
a more powerful system | would get 
it, but | would still believe that game 
companies must produce games 
that are playable over a more com- 
plete line of system capabilities. | 
have seen Strike Commander run 
on a 486DX2/66, and thought it was 
a really great game. However, it is 
also one of the worst marketing jobs 
| have ever seen. A small percent- 
age of the gaming public will be the 
only ones capable of running it. 
While it is truly an amazing job of 
programming, | find the game nearly 
unplayable on my system, as I’m 
sure do many others. 

Also, | have found a really interest- 
ing game called Shadow President. 
Have you ever reviewed it? If not, 
you really should. 

Ed Crisler 
Hurst, IL 


I have always wondered what the 
cut-off between fan and die-hard fan 
is. | consider myself a Star Wars fan, 
but I guess l'm not a die-hard 
because l'm not a trivia book on the 
subject. Anyway, | thought Wing 
Commander was a pretty good sim- 
ulation, especially for the time. It 
does have some control problems 
that X-Wing cured, but, you're cor- 
rect. As a story, Wing Commander 
and Wing Commander 2 are much 
better than X-Wing. 

| agree with what you've said 
about Strike Commander and could 
not have said it more eloquently if | 
tried. So | won't. 

Finally, we reviewed Shadow 
President from D.C. True in our 
December, '92 issue. It averaged an 
86%, and | personally gave the 
game a 90%. It is a very interesting 
game, and it's also pretty addictive. 


Final Strike. . . 


Dear Editor: 

| am writing in response to a let- 
ter/reply in your August issue. The 
letter was from Jim Corbin and was 


in response to a review on Strike 
Commander. | have not played that 
game, so | have no opinion on it. 
The whole issue is much larger than 
just one game. 

| have played games on almost 
every home computer ever pro- 
duced, and while | am no expert and 
could never claim to be, | have 
become increasingly disturbed with 
recent trends in computer games. It 
seems that most game producers 
and players (I said most, not all) are 
very concerned with visuals, sounds, 
story and other cosmetic elements 
of a game. Game play has been lost 
in many games today. To me, it 
doesn't matter if the game has 
STATE-OF-THE-ART visuals, or 
was made by the same guy that 
made "Super Duper Flight Masters 
Number 27,” or is based on “The 
Incredible Space Monkey" series of 
novels [I think | read those -ed]. 
What matters is whether the game 
will be opened, installed, looked at 
and forgotten about or whether it will 
actually be worth the money spent 
on it. 

| have purchased many games in 
the first six months of this year, and 
still play few of them. Mostly, this is 
due to personal taste, but it is also 
due to games which just cannot be 
played. | find games such as X-Wing 
and Terminator 2029 long on story, 
visuals and sound, but very difficult 
to get into and too hard and no fun 
to play. Games such as Dune II and 
Tristan Pinball are simple to get into, 
offer long play value and are actually 
fun to play. 

The game doesn't have to push 
the limits of the computer. It should 
push the limits of entertainment. 
M.U.L.E., a game which seems eons 
old now, was very simple to play 
with simple visuals and sounds. The 
game was fun to play, it offered last- 
ing play value and didn't require 
seven days of reading the manual to 
figure out how to navigate the title 
screen. Even though the game was 
simple, its play value has not been 
duplicated yet, in my opinion, by the 
"SUPER 586 99MHZ" machines of 
today. 

All | am trying to say here is that I 
agree with your editors. Putting all 


GUARDIAN °"+* FLEET " 


C d sc 
| Video and 
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down or is no fun to play makes it 
more of a burden than a game. 

If a game is no fun to play, then 
no matter how STATE-OF-THE-ART 
it is, it will not be played. 

Jeff Fulton 
Manhattan Beach, CA 


! only disagree with you on 
specifics here. | liked the game play 
for both X-Wing and Terminator 
2029, but that's a minor point. Your 
main point here is a very valid one. 
The most important part of any 
game is whether or not it's fun. A big 
part of that revolves around the 
game play. 

For example, take a look at Con- 
quered Kingdoms from QQP. While 
the graphics and sounds contained 
in the game are nothing spectacular, 
it was one of the most entertaining 
games of the past several years. In 
fact, | still play it on occasion, 
because the game plays so well. Is it 
state of the art graphically? Nope. Is 
it fun? Yep. 

Dune II, of course, was sort of the 


Excite your computer! 
10 years ago we were 
ahead of our time 

. call us if you't 
like to catch up! 


Call 


1-800-433-2938 


for a free listing 
or to place an order 


CD ROM 
AMIGA * IBM * MAC 
ATARI * GENESIS 
SUPERNINTENDO 


WEDGWOOD 


RENTAL 


5316 Woodway Drive 
Fort Worth, Texas 76133 


same, except the graphics were very 
pretty and the digitized voice added 
a lot to it. Playability is one of the 
main factors | use to rate a game. 
Pretty pictures are nice, but there 
should be more. 


X-Wing Help... 


Dear Editor: 

| really need some specific, 
detailed help with LucasArts' great 
game X-Wing. Please indulge me. 

First of all, I'm having real trouble 
with Tour 1, Mission 8, “Rescue Sul- 
lustan Tech Staff.” No matter what | 
seem to do, | can’t seem to identify 
and disable two transports, destroy 
wave after wave of TIE Fighters and 
protect two friendly transports all at 
once, in an extraordinarily slow 
spacecraft, the Y-Wing. Can you tell 
me the way you and the rest of the 
reviewing staff beat this particular 
mission? 

Second, | have no idea how to 
beat the X-Wing Historical mission 
3, the one where you have to 
destroy 18 mines, a number of satel- 
lites and two transports in 8 minutes 
(or less, if counting the time of 
arrival of the Imperial Frigate). 
Again, could you please share your 
experiences with this mission with 
me? This is the only obstacle 
between me and the total comple- 
tion of the Historical missions. 

Third, could you please give me 
some pointers and tips about the 
pilot proving ground. I’m up to level 
3 with all three spacecraft, and | 
can't seem to beat that level. I’m 
also a bit worried about the 4th mis- 
sions in the proving ground. Please 
help me out. 

Finally, | noticed in the briefing of 
two of the Historical missions (Y- 
Wing #6 and X-Wing #5, | think) that 
the original pilots in those missions 
were awarded medals such as the 
Corellian Cross. | was wondering, 
how does one earn those medals, 
and the others? 

Thank you very much for your 
time, and | hope you can answer all 
of my questions. 

Philip Galitzine 
Bardonia, NY 


Okay, here we go. With Tour 1, 
Mission 8, | did it in two parts. First, 
go into the mission and identify the 
transports. The two with the friend- 
lies on-board will always start the 
mission in the same place (if | 
remember correctly, paging through 
the transports, the two you need are 
the fifth and the eleventh). Start the 
mission over, disable the two trans- 
ports, trying to keep them close. 
That makes the mission easier. 
Second, for the third historical X- 
Wing mission, you've got to work 
quickly. Take the two transports out 
first, using two torpedoes each. Tak- 
ing out the mines is more difficult. 
You'll get a lock on them with your 
lasers about 1.3 klicks away from 
them, while they won't fire accurate- 
ly outside of 1.1. Put your shields full 
front just in case. Target and fire 
quickly, moving from mine to mine. 
Once the mines are down, the Com- 
sats shouldn't be much of a prob- 
lem. 

On the proving ground, you need 
to change the way you are thinking 
about going through it. | had much 
better luck putting my shields full for- 
ward and bumping both my shields 
and lasers so they would recharge 
slightly, dropping my speed down. 
Remember that everything you 
shoot adds two seconds to the time 
you have available. Try and shoot all 
of the targets, and you should have 
no problem finishing in the allotted 
time. In fact, further into the proving 
ground when you begin with almost 
no time on the clock, shooting accu- 
racy becomes even more important. 

As far as the medals are con- 
cerned, | had the best luck with par- 
ticular missions that | found easy to 
complete. If you hang around after 
you've finished your objectives and 
take out some extra TIE Fighters, 
you'l come back with a good 
enough score to warrant a medal. 
Basically, the number of points you 
earn on a mission determines 
whether or not you'll get a medal. 
Stay in the missions with wave after 
wave of TIEs and you'll have a bet- 
ter chance. 

| hope that helps, and good luck 
when facing the Death Star. That's 
the true test of X-Wing success. 


Stine "Steel. Men“ Iron 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 


peer through the binoculars as the shells arch toward their 


target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!” 


Command a fearsome dreadnought and fight for control 
of the North and South Atlantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
Commander’ Jones and 
his crew at Software 
Sorcery 


© 1993, Software Sorcery, Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes to life with stunning SVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships. When you're 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 


Software’ Gorcery 


Where Magic is State-of-the-Art! 


Return to Zork 
by Activision 
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CGR Game Ratings 
,, MMNM 
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Graphics 


Originality can ae 


Intelligence 
Manui 


Requirements: 580-600K free RAM, 


DOS 5 or better 
Sound Blaster, AdLib, 
Roland 


Distributed by Activision 
79. 


No. of Players: One player 


Unless you've been hiding under a 
rock for the last couple of months, 
you’ve probably seen the ads for 
Return to Zork, the second major 
release from Infocom since Activi- 
sion acquired them (Leather God- 
desses of Phobos 2 was first). Wel- 
come back to the land of Flood Con- 
trol Dam #3! Don’t step in the grue 
droppings. 

Long since vanished from the land 
of the lantern and rusty knife is the 


Sound Support: 


RELURN ro 


DRK 


Lovely cover art, digitized sound, great 
adventuring and a Hollywood cast are here. 
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The Wizard Trembyle offers you help on your 
journey. 

white on black text screen that was 
once the hallmark of all the Infocom 
games (and has now partially 
migrated to Legend Software). The 
here-and-now of Infocom is a point- 
and-click graphical engine with 
beautiful scanned and digitized ani- 
mations and backgrounds, as well 
as digitized voices (over an hour of 
spoken dialogue!). The characters 


Return to Zork may just leave you at the 
end of your rope, in more ways than one. 


were all filmed and then digitized, 
and the game box includes a playbill 
listing all of the actors. The musical 
score is enchanting, with over 180 
compositions. 

For the old diehard Infocom play- 
ers, a mapping feature is not includ- 
ed. Consider it an edge over youth, 
those who were brought up to think 
that all you had to do was get to the 
next screen alive and leave the last 
screen behind. 

The story behind the game is this: 
according to legend, the GUE (Great 
Underground Empire) of Zork was 
destroyed and all evil magic was dis- 
persed. Now, however, the IT&L 
Corporation (motto: “Fine Tele-Orbs 


or Your Money is Ours”) claims to 
have discovered the deep, dark 
recesses of the GUE beneath the 
Valley of the Sparrows. However, 
lately things have changed. People 
and buildings have vanished into 
thin air. Nightmares have become 
commonplace. All hell seems to 


Watch out for Alexis. She is not the mild 
mannered poodle she appears to be. 


have broken loose. Your mission: 
discover the mystery of the GUE, 
and dispel the evil. Your bag of 
tricks contains a tape recorder, a 
camera, and a Tele-Orb containing 
the Wizard Trembyle. Adventurer’s 
tip: read the Encyclopedia Frobozzi- 
ca (included with the game). 

Return to Zork has an easy-to-use 
interactive interface (completely 
mouse supported, but keyboard 
cruisers can do almost as well). 
When talking to any of the charac- 
ters in the game, you can assume 
different stances (threatening, fasci- 
nated, bored, etc.) to evoke different 
responses. You can feel free to ask 
questions about things in your inven- 
tory (take lots of pictures, and it 
doesn’t hurt to record your conver- 


Gratuitous sex scene involving a member of 
the cast? | think not! 


Keep a close eye on your wallet when you 
meet the blacksmith. 

sations), and the inventory pops up 
with a click on the right mouse but- 
ton. 

Please note that Return to Zork 
does not include a hint book, so if 
you come up short, lost, temporarily 
waylaid, or whatever, there is no 
recourse but to play the game and 
hope for the best. Actually, | lied: 
there is a 900 number you can call 
for hints, or you can order the hint 


Return to Zork has it all, including drinking 
games! 


book from Activision ($12.95 
includes shipping and handling), but 
the true dyed-in-the-wool master 
adventurers will not want to take this 
baby way out. No, the true Zork- 
meisters will sooner dive from the 
Cliffs of Depression, or run away to 
the Whispering Woods. After all, 
computer games like Return to Zork 
were meant to be challenging to the 
gray matter residing between your 
ears. So do or die, but save often. 


This is not the only time you'll get punched 
out in the game (unless you're careful)! 


Infocom has returned under a new 
flag, and this is their new flagship. 
RTZ is a big, bold, brassy game 
that manages to build off of years 
of adventure/puzzle solving games 
without stealing too much or being 
derivative. This is the first point- 
and-click adventure interfag 
have liked to date. BeliaMe.u 

hype on this one; the intg - 
really is only there when y@uneé 
it. Plus, RTZ is packed wit! 
Infocom extras, such as an actual 
sweepstakes winner form, a 
“Pholobloid” camera that takes 
snapshots of things you've seen, 
and a tape recorder for conversa- 
tions. The computerized extras are 
snazzy as well, with wonderful dig- 


| seem to have most of the games 
Infocom produced during its reign 
as king of the text adventure. 
When | learned that Return to Zork 
was coming out, Kevin and Steve 
practically had to tie me to my 
chair. RTZ is sort of like interactive 
dinner theater, where you 
to the actors and get t 
change their intentions ac 
to your whims. The grap 
beautiful, and the anim 
decently smooth. The digitized 
voices are clear and readily under- 
standable (at least, through a 
Sound Blaster they are). The 
opening sequence gets a little old, 
though, as does the Boos Muller 
scene, and play can seem slow in 


Want a good game? ‘Course ya 
do! Return to Zork could very well 
be that game if you have a thing 
for a combination of nostalgia and 
modern technology. One of the 
first computer games | ever played 
was the original Zork, so returning 
there was a nice trip back i 
However, the addition of vid 
digitized sound brings the w 
Zork into the modern era 
times, sequels that update 
don't live up to the original. RTZ is 
not as great as the original Zork, 
but frankly, not much is, since the 
original Zork was a conversion 
experience for many. RTZ isa 
very credible adventure, though. 
It's entertaining, humorous and fun 


itized speech and actors. For 
once, the digitizations don't look 
like the programmers themselves 
in bad costume; RTZ uses real 
actors, and that quality shows. 
There are petty annoyances, like 
quick inexplicable deaths, and the 
esent possibility of missing 
ipo t clues because | didn't 

e mouse over the entire 
sci But the magic of Infocom 
y does show through. The 
adventure itself is large, sprawling 
and funny. For players for whom 
Zork is a pleasant memory, and 
more recent converts to adventure 
games, RTZ is a great blend of the 
best of the past and the most mod- 
ern technology. -Kevin 


places. This game is sound inten- 
sive, so if you’ve only got a PC 
speaker, you won't get the full 
effect of all the music, voices, and 
sound effects. On the other hand, 
if you’re willing to pay $79.95 for a 
game, why haven't you bought a 
card already? RTZ has 
ry nice off-disk copy pro- 
did | really say that?) as 
discover if you play it; the 
on of a sweepstakes letter is 
entirely true to nature for Infocom 
(remember the pen that came with 
AMFV?). For your reading plea- 
sure, browse through the Encyclo- 
pedia Frobozzica; it contains many 
references to the original Zork 
games. Infocom, a fine job! -Ted 


to play. One thing that annoyed 
me to no end was the lack of a 
restart key when you die. Once 
you're into the game and have 
saved, the load or quit option is 
fine, but if you haven't saved for a 
bit, it’s a pain in the butt. The inclu- 
th the game are excellent, 
inded me of the postcards 
ith the Infocom classic Plan- 
| If you were into computer 
ng when it started up, Return 
to Zork should not be missed since 
it brings back such great memo- 
ries. If you never played the text 
adventures of Infocom, it's still 
worth playing, although you'll miss 
a lot of the in-jokes and humor. 
This is lovely stuff. -Steve 
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SURROUNDED BY ANTI-AIRCRAFT. 


HUNTED BY SAMS. EVEN MACH 2 ISN'T 
FAST ENDUGH. IT'S A STORY EAPTAIN 


DEAN PENNINGTON DIDN'T THINK HE'D 


LIVE TO TELL. WOULD YOU? 


A TRUE STORY 

Kuwait, May 23, 1991. Captain 
Dean “D-Dawg” Pennington dives 
to take out an Iraqi 85mm gun 
emplacement below. “Flares, break 
left!” his wingman screams. He 
wrenches the stick just as a SAM 

explodes 10 feet behind his F-16. 
Anti-aircraft batteries now open up 
all around, engulfing him. Too low to 
avoid the anti-aircraft, too slow to 
evade another SAM, hes faced with 
a hopeless choice and less than a 
quarter of a second to make it. 
Lighting afterburners, he rockets to 
safety before they can lock on again. 


THE STANDARD BY 
WHICH OTHER FIGHTERS 
ARE JUDGED 

Captain Pennington survived 
on skill, nerve and the awesome 


N Y * 
eme. * 
ec * 


capabilities of the F-16 Fighting 
Falcon. Nothing, aside from a true 
F6, captures the “hair-on-fire” feel- 
ing of flying America’s most deadly 
fighter like Falcon* 3.0, Spectrum 
HoloByte’s computer simulation. 


A HIGHER LEVEL OF FLIGHT 
Unlike some sims, which more 
closely simulate the arcade expe- 
rience than the flying one, Falcon 
3.0 features a depth of play 

* 6 that almost rivals real 


life. Like real pilots, you'll fly 


with a wingman, allowing you 


With Falcon iu to engage in 
3.0, up to six. : j 
leysi d A p] aerial tactics 
gomanoa 2 Bie bracket 
mano. May the % 

best man win. HOLOBYTE maneuvers. 


Instead of enemies who fly in 
circles, Falcon 3.0 adversaries fly 
according to true fighter doctrine 
so they’re no pushovers. And 
Kuwait looks 
real geographic theaters are 
faithfully mapped. 


ike Kuwait since 


NOT JUST A SIMULATION 
OF A WARPLANE 
A SIMULATION OF WAR 


Falcon 3.0 lets you fight as part 
of an entire campaign. The mis- 


sions you fly play a crucial role in 
your sides success. But they're not 
hard-wired. Each result affects the 
overall war effort—and determines 
your next mission. y Succeed 


Em id 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 
For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 


and go on to hit the enemy in his 
own backyard. Fail and find the bad 


guys breathing down your neck. 


FALCON 3.0 vs. MiG-29 
bo Noord 
E 
MiG29 FALCON 
WS. 
FPA 


om i 


yor 
de, 


THE ELECTRONIC 
BATTLEFIELD SERIES: 
THE ULTIMATE 
CYBER-BATTLEFIELD 

Choose from multiple aircraft, 
multiple theaters, even which 
side of the conflict to fight on. 


Go head-to-head over a modem or 
with up to six players over a net- 
work. It’s possible because each 
Electronic Battlefield Series 
title works with the others, from 
MiG-29™ to the upcoming F/A-18 
simulation. There's even a multi- 


media guide to air-to-air combat 
called Art of the Kill" to help you 
fly like an ace. It all starts with 
Falcon 3.0. 

The simulation for people who 
want to fly the not-so-friendly 
skies. 


Spectrum HoloByte 


aoo Til 
FALCON 


L4 
FALCON30 


ELECTRONIC BATILEFIELD SERIES 
The fight of your life. 


SimFarm 
by Maxis 


Graphics 


2 o 
=e 
a © 
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Requirements: 640K, hard drive, mouse 


Sound Support: AdLib, Sound Blaster, 
l 


Moo. Oink. Baa. SimFarm is the 
latest offering from Maxis. It is 
entirely mouse controlled, and offers 
an easy to understand interface. 
Players can purchase equipment, 
farm buildings, pesticides and seed 
for a large variety of crops. Players 
may choose whether to be crop 
farmers, livestock farmers, or a com- 
bination of both. A plethora of pull- 
down maps and views give the play- 
er access to information about how 
well (or how poorly) his farm is 
doing. Access to help such as the 
Farm Bureau will provide the novice 
farmer with an edge. The game pits 
the farm in direct competition with a 
growing town, where each must 
struggle for access to more and 
more land to grow. As with SimCity, 
SimFarm provides lots of fun disas- 
ters-locust plagues, floods, 
droughts, tornadoes, and, as ever, 
taxes wrought by the Infernal Rev- 
enue Service. There is also a 
“futures” option, providing the player 
with a way to come up with some 
fairly quick cash, as well as a betting 
option when the fair comes to town. 
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Your farm, in all its glory, complete with a 
tornado carrying a cow. 


SELECT 
A REGION 


RAINFALL 


miah 
TEMPERATURE 


m Mish 


MIND SPEED 
Lou hish 


USE THIS REGION 


DESIGN vour oun 
LOAD ^ SAVED cane 


Pick the site for your farm anywhere in the 
48 contiguous states. 


Ist week Sept. | 11 Weeks Till 


Today’ s Heather 


Averagely; 
Rainfall) 2 


Rainfall 
to Date |!^ | 


No need to look out the window for your 
weather; you have your own service! 


Crop Sorghum 


" Price 221 


Sell those futures wisely, and you won't be 
living on mac and cheese. 


Sell it if you've got it. Can you keep your 
farm off the auction block? 


It is unfair to think of SimFarm as a 
game; like other Maxis produc- 
tions, it's a software toy, full of situ- 
ations to create and explore. Also 
like many other Sims, however, SF 
has an initial charm that wears off 
with applicationgsrhississnot a pro- 
gram to immerse yourself in for 
weeks; it's3a toy, to BE picked up 
from timeto time then put down 
again. NOt Gmlyis it difficult to 
make money and expand (which 
is, of course, realism), but growing 
crops and ranching just gets a lit- 
tle. . . stale after a while. Don't get 
me wrong; SF is a solid, well-craft- 
ed learning toy. The creeping 
ennui is the fault of the subject, not 
the developers. -Kevin 


Yow! Farming can be tougher than 
it looks. This game has some very 
good graphics and lots of nice little 
touches (the llama jokes wear a lit- 
tle thin, though). As usual, Maxis 
has put out a very good-looking, 
well-behayédgame (iisatmost qual- 
ifies aS @ toy) that its sure to 
intrigue Jot OF pegple Withyits con- 
cept and form, but... Well. . it's 
farming, Farming has approxi- 
mately the same attraction as 
watching vegetables grow (which, 
in a weird sort of way, makes 
sense). If you’re looking for a nice 
little toy that you'll play, then get 
sick of, then want to play some 
more, etc., this game would be 
well worth the money. -Ted 


SimFarm isn’t as enjoyable as 
SimLife, but it’s close. It’s easy to 
get into, and it’s really only as 
tough as you make it. If you want 
to go (for lack of a better term) 
whole hog, you can, but if you 
want thingsssimplergsyeu, can do 
that, too Frere s(a bug With the 
livestock iffyou makefthe enclo- 
sure thé Same@psize as the barn, 
you don't haxe to feetker Water the 
livestock, and they still go up in 
value and have babies. Of course, 
it's a much more challenging game 
if you don't do that. | admit it isn't 
exciting, but | found myself drawn 
back to the bucolic setting again 
and again. Kudos to Maxis for a 
great one. -Steve 


TSUNAMI 


(pronounced soo-nah’-mee) 
n. A powerful vision 
and a fresh approach 
to an almost forgotten 
art...the ancient art 


of storytelling. 


Look for these premium 
TSUNAMI titles: 


AINGHORLD 


m designates a trademark of Tsunami Media, Inc. 
Tsunami Media, Inc. 1993. All rights reserved. 


B e ce 
CREATED BY. " 
BEST SELLING 
-.. GAME DESIGNER 


Ñ JIM WALLS . 


YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
unsolved murders of your parents, but a twisted trail of evidence still exists. 
While patrolling your beat, pieces from the past begin to link with the present. 
You're treading where you're not wanted and someone wants you to know it! 


BLUE FORCE... Realize your destiny. 
Available from your local dealer in 3.5" disk or M FORMAT. 


Tsunami Me is an ei b stributed exclusively by Inc 
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War in Russia 


by SSI 
Overall 


Rating: 829/ 0 
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Playability 
Graphics 


GAME SPECS: 
Requirements: 386 or higher, 640K RAM 
Hard Drive, EGA graphics 

Sound Blaster, AdLib, 
Roland 


No. of Players: One or two players 


Sound Support: 


In late 1941, Axis forces launched 
an offensive that would change the 
face of Europe and the world-Oper- 
ation Barbarossa, the attack on Rus- 
sia. Hitler envisioned a quick surgi- 
cal strike by the same army that 
subjugated France in six weeks. 
However, this quick in-and-out plan- 
ning doomed his forces to one of the 
most tragic campaigns in history. 
Over 25 million people, Russian and 
German, soldiers and civilians, 
would lose their lives here over the 
next four years. Now, Gary Grigs- 
by's War in Russia allows another 
look at the war from either side. Four 
campaigns, eight historical scenar- 
ios and one hypothetical scenario 
allow one or two players on either 
side to alter the course of history. A 
Scenario editor even allows revision 
of the map and units. The detail and 
Scope is enormous, with corp/divi- 
sion size units, shock armies, tanks, 
and aircraft, as well as individual 
generals modeled and rated. Three 
difficulty settings and an easy 
mouse interface enable play by any- 
one from novice to master. 


20 COMPUTER GAME REVIEW 


bates rath har 
fidis Le seers 
e teen eri d air on Soka 
n Satire 54 Red 
[Lr i cae oe 
popes ey eee 


^ Mi Susan and 96 guns 
EM m 


yum 


Eoviwt [m 


ge 


The Defending Force ENATTERED 
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Receive detailed feedback from every result 
of your turn, and plan accordingly. 


Individual air groups flying the right mis- 
Sions can make or break an offensive. 


COMBAT REPORT: 1 

DATE: 724/41 Clear 

RIERS LTRs tiohters and a1 bombers 
85 Soviet Fighters Interceoted 

Pik Lownie vere D fighters and 11 bonbers 
Soviet tosses vere 11 fighters 


A Ad 


The Soviets are vulnerable to sudden 
attacks along their massive front. 


WIR has a fascinating subject, 
incredible amounts of detail, and a 
realistic approach to military strate- 
gy and procedure that many recent 
WWII releases have lacked. So 
what went wrong? In a word, the 
interface. it , alacrity, 


tle. On the other han 
is unequalled for sheer gruelling 


| attention to real historical data. 


The scenario builder is also incred- 
ibly powerful. For WWII buffs or 
serious military scientists, a must 
buy; but weekend warriors need 
not apply. -Kevin 


If | were a dedicated wargamer, | 
would probably like this game a lot 
more than | do. Of course, then I'd 
probably also drool over those 
WW2 commemorative plates from 
the Franklin Mint. War in Russia 


word: yecch! The interface is 
ungainly, and the documentation 
reads like an American Civics text. 
If you get this game, don't expect 
the tutorial to help much: it tells 
you to select the MOSCOW sce- 
nario, when, in fact, there isn't a 
MOSCOW scenario. -Ted 


Gary Grigsby has lost me in the 
past with what | think is an 
overemphasis on detail. However, 
War in Russia is pretty cool. The 
interface does take a bit of getting 
used to, and all those units can be 


Sort of tegi particu- 
ar, the e nning a 
ground s d attack 


had me for uration 
of play. d ur units 
have moved; Watching the combat 
lash by on the screen is very 
entertaining, particularly if your 
side is doing the butt-kicking. The 
reports from combat are very easy 
o read and helped me plan my 
next moves. More sound would've 
been nice. -Steve 


BEWARE, 
SOUL OF YOUR MACHINE IS IN MORTAL DANGER! 
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Dark Sun 


by SSI 
Overall 


Rating: 89% 0 
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Originality 
Playability 
Intelligence 


GAME SPECS: 
Requirements: 386, 2 Meg, 
Hard Drive 
AdLib, Sound Blaster, 
Roland 
Di 


Sound Support: 


No. of Playei One player 


Adventures are harsh and barren 
in the world of Athas, and so adven- 
turers must be strong and harsh as 
well. This, the setting for the new 
AD&D Dark Sun campaign world, is 
a arid and bleak land, a wasteland 
with few cities and less water. Thou- 
sand-year-old sorcerer-kings rule 
this collection of cities with iron fists. 

Your party is a product of this 
burning reality, sentenced to serve 
and die as gladiator-slaves in the 
Arena of the city of Draj. Life is 
bleak, and your only prospect seems 
to be to die eventually in the hot 
sands of the Arena, slashed by the 
foul claws of the monstrosities kept 


On Athas, the poor are herded into gladiator 
pits for the amusement of all. 
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Inventory is tracked by character, with both 
body locations and a backpack available. 


for the crowd's amusement. But the 
cruel leader of this city has made an 
error-the gladiators are kept armed 
in their pens. 

You must find an escape, some 
crumbling rathole or momentary 
lapse of a guard's attention, and 
escape into the harsh outside world. 
Your goal is to forge the diverse 
bands of other escaped slaves into a 
rebel force powerful enough to 
cleanse the desert of the evil sorcer- 
er-king's brutish army. 

SSI redesigns their AD&D engine 
to take advantage of both the power 
of today's computers and the height- 


Spellusers keep spellbooks of icons which 
when clicked both cast and target the spell. 


ened expectations of FRPG players. 
Dark Sun: Shattered Lands is a new 
beginning for AD&D adventures on 
PCs. Designed from the ground up 
to take advantage of the 16-Bit 
capability of current computers, it 
features smooth animation as well 
as a context-dependent soundtrack. 

Players create parties from the 
many races available on Athas, 
including the new races Thri-Keen 
and Mul. All the races are larger and 
tougher than previous AD&D coun- 
terparts, bred in the fire and flame of 
a desert world. New classes include 
gladiators and psionicists, while the 
changed world view alters the out- 
look and thus powers of classes 


such as the clerics and druids. Cler- 
ics now derive power from elemental 
spheres (Air, Earth, Fire or Water). 
Druids are sworn to protect sections 
of the land from all forces; to accom- 
plish this, they are granted power 
from the spirits of the land. The old 
profession of Magic-Users has given 
way to the holistic views of the Pre- 
servers, whose magic returns to the 
land all the power that is used from 
it. Psionicists use the power of the 
mind and sheer will to affect the real 
world; in fact, nearly everyone can 


Interaction with NPCs is important in a 
world where few can survive alone. 


lay claim to abilities of this nature. 

The flavor of the world is not all 
that has changed. Now your interac- 
tion with it has changed as well. 
DS:SL has a fully graphic, point-and- 
click interface that uses only the 
mouse. Character inventory is sim- 
ple, easy and graphically depicted. 
Moving items from character to char- 
acter is as simple as clicking on the 
character, then the item, then the 
new character. 

The new engine also includes full- 
Screen graphics at all times-the 
Screen never changes from combat 
to movement to interaction with non- 
player characters. Almost anything 
visible on the screen is usable or at 
least movable by the party. NPCs 
move about on the screen with your 


*FIGHTER 


ESERVEF 
PSIONICIST & 
*THIEF 


Create four characters from all classes and 
races available on Athas. 


Your party starts with few possessions; 
search the fallen for necessary items. 
group, blocking you, talking with 
you, or attacking you. 

Combat is also handled in a sim- 
ple point-and-click manner. While 
your party is composed of trained 
gladiators, your opponents are also 
survivors in a harsh world. Spellcast- 
ers target missile users as front-line 
fighters swing obsidian blades 
against bone armor. Fighting and 
targeting are simple clicks; spells 


Navigate using an easy overhead map which 
shows enemies, terrain features, and exits. 


and psionics are easily accessed 
and their area of effects is outlined 
on the screen. 

AD&D computer role-playing has 
come a long distance in technology, 
game play, and realism since the 
debut of Pool of Radiance in 1988. 
Dark Sun: Shattered Lands marks a 
new era for PC RPGs. Embark on a 
new adventure, armed with the full 
capabilities of your computer. 


Careful management of information, skills, 
and swords will avoid this message. 


I've been a longtime fan of SSI's 
AD&D conversions, and this is no 
exception. Despite some initial 
grumbling about the profusion of 
no-brain point-and-click interfaces 
these days, | was suitably 
impressed. One warning, though: 
don't attempt play on a 3 
you have another hobby 
ing ships in a bottle du 
access time. This was b 
486s. The sound and g S 
were top-notch, and | liked the 
soundtrack. What | have not been 
a fan of in the past, however, was 
the world view of Athas, sort of a 
Road Warrior meets Spartacus 
idea; however, this carries it off 
well. Once | got past the whole 


| only vaguely recall someone 
mumbling things near me, and my 
stubborn refusal to remove my 
hands from the keyboard and 
mouse; the next thing | knew, | 
was rocking back and forth, say- 
ing, “Dagolar... must defeat Dago- 
lar...” As | sit here at t 
recovering from Dark S 
drawal, I’m already plan 
week’s late evening hours. 
game is a must for an - 
respecting RPGer. The interface is 
beautiful, the sound is decent, and 
the music is okay (although noth- 
ing special). The puzzles you must 
Solve in order to gain experience 
points are sometimes easy, but 
more frequently difficult (save your 


"escape the gladiator pits" thing, | 
started having a pretty good time 
with this game. Combat is more 
streamlined than | would have 
liked, and it's difficult to click on 
exact people in a crowded combat, 
but overall it’s a good job. Spells 
icult to access (two or three 
depending) but there's a 
of your favorite six spells 
acter that is very handy. 


spells are lined when you cast 
them, eliminating the old point and 
hope method of earlier AD&D 
games. Overall, the interface will 
be very recognizable to players of 
the Ultima games. RPG fans prob- 
ably shouldn't miss this. -Kevin 


game often). The "Sneakiest Copy 
Protection in a Commercial Game" 
award goes to Dark Sun: I ran into 
no copy protection until | attempt- 
ed to enter the third scenario, 
which is well over an hour into the 
game. It makes sense, though; if 
e that far into the game, you 
rush to the store to buy the 
you've managed to pirate. 
run-through, | discovered 
no S that caused the game to 
behave erratically, although | 
haven't yet finished it. For a game 
| didn’t expect much wow from, | 
certainly got a lot more than | bar- 
gained for. Now, let’s see; should | 
ally with the rat king or not?... 
Hmmm... -Ted 


Gee, it seems like I’ve been wait- 
ing for Dark Sun since about 1983. 
Well, here it is, finally, and the 
results are sort of mixed. | enjoy 
the harsh world that the game 
takes place in. Nobody has it easy, 
which gives the whole game a 
rougher edge. | also really 

the arena combat. Taunt 

announcer, | found, is not 

sarily wise. Graphically, th 

is pretty good. Where | ha 

lems with Dark Sun are in the twin 
areas of control and interface. 
Control with the mouse, which is 
really the way to play the game, is 
mediocre at best and downright 
frustrating at worst. | had a heck of 
a time getting some of my charac- 


ters to do what | wanted, since 
moving, for instance, the sword 
cursor a tiny bit one way or anoth- 
er would tell me | could no longer 
attack the opponent | wanted. You 
have to have that cursor in exactly 
the right spot, and sometimes 
pain. It looks like SSI want- 
Sun to be kind of a dark 

Ultima game, but the inter- 
fac t isn't as clean or reward- 
that of Origin's. Finally, 

while the arena combat was fun, it 
got kind of dull after awhile and | 
started doing things like attacking 
my guards just to break the monot- 
ony of fight, rest, fight, rest, fight. 
It's good, but I’m not as excited as 
| wanted to be. -Steve 
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The Great War 
by SSI 


Rating: 92% 
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Intelligence 
Graphics 


Requirements: 640K RAM 
Hard Drive, VGA 


Sound Support: AdLib, Sound Blaster 


No. of Playe! 1-2 players 


The war to end 
all wars, WWI, 
ravaged Europe 
and changed 
society's view of 
armed conflict 
forever. Technol- 
ogy grew steadily during the war, 
creating new ways to fight. Airplanes 
and submarines added new dimen- 
sions while tanks altered traditional 
tactics. World War | shattered three 
empires and destroyed the romantic 
view of war. The Great War: 1914 - 
1918 allows the recreation of those 
battles. In a new approach to war- 
games, the players advance through 
a series of typical scenarios that 
introduce new terrain, units and tac- 
tics, allowing them to experience the 
changes WWI presented. In each 
scenario, technology, weather condi- 
tions and small unit sizes add 
authenticity to the experience. Cine- 
matic scenes, still photos and period 
text show the history behind the 
scenes. The Great War includes ani- 
mated sequences, over thirty sce- 
narios and a good look at the era. 
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Trench warfare in World War | changed 


The orders of both computer and human 
players are visible at all times. 


Animated scenes reward portions of the 
battles, such as the capture of a depot. 


Each unit is depicted in graphic battles that 
change with terrain, weather, and unit type. 


Units change as technology advances, cre- 
ating planes, submarines, and more. 


This is not a wargame; it is a game 
about war. That said, it’s one of 
the best games l've seen in a 
while. The interface is smooth and 
easy, sounds and graphics are far 
above other wargames and actual 
i is a real 


ebb an as units 
gain ex rest and 
repair. GO (Depot, 
Factory, This is 


not a simulation, but a game about 
the feel of WWI. Battles start small 
and escalate as technology grows, 
always adding something new. 
This is a truly excellent game, a 
must-see for gamers who love 
small unit tactics with little strategy 
or logistics. It's good. -Kevin 


Elsewhere in this issue, | state that 
| don't really enjoy war games. | 
was wrong. This game blew my 
doors off. The interface was 
extremely easy to understand, the 
sound was very good, the storyline 
was tru cenarios 
were c ion, the 
docume S ct(!) and 
informative: e was rapid, 
but mou nty kind of 
jerky. | particularly enjoyed the lit- 
tle battle scenes which popped up 
whenever there was an engage- 
ment between forces. While this 
does slow the game, the scenes 
are enjoyable to watch (since you 
can cheer your forces as well as 
razz the enemy). -Ted 


This is not a military simulation, 
per se. It’s more like sim-lite. You 
send in your troops and watch 
them fight. It’s not incredibly realis- 
tic, which | don’t think it was 
intended to be. It is, however, pret- 


can be hard to pull a seasoned, 
but damaged, unit back in time to 
rescue it. That, and the fact that 
my elite infantry tends to get 
chewed by cavalry (which hurts), 
are my only problems with an oth- 
erwise satisfying game. -Steve 


TWO 


REASONS WHY 


FLIGHT 


SIMULATORS 
WILL NEVER 


BE THE SAME... 


THE FIRST SUPER-VGA FLIGHT SIMULATOR 


rom the flight fanatics at Domark 

comes the first-ever strategic flight 
simulator designed for full-screen SVGA 
graphics technology. This is not a typi- 
cal flight sim. SUPER-VGA HARRIER 
blows the competition out of the sky 
with super-fast, silky-smooth screen 
update — at twice the resolution! Now 
you can experience a much larger 
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IBM PC/COMPATIBIES: Available October 1993 


Super-VGA Harrier ©1993 Domark Group Ltd. 
Published by Domark Software Ltd. 

Programmed by Simis Ltd. Graphics by the Kremlin. 
Sound by Martin Walker. Produced by Jim Tripp. 
Falcon is a trademark of Spectrum HoloByte. 


Screens shown: 640 x 480 256-color SVGA resolution. 


SUPER-VGA 


visual world, where objects are sharper, 
cleaner and can be seen for miles. 


“Harrier receives extremely high marks 
for graphics which are the best I’ve ever 
seen — BETTER THAN FALCON, 
The explosions and ground detail are 
really great.” 
— PC Sources MAGAZINE 


ADVANCED 
iSim-Sestes 


"After playing Harrier in SVGA, all 
other flight-sims look like they are 
being played through a telescope... Not 
so long ago, a few glimpses at multi- 
million dollar serious flight simulators 
produced memories of images not far 
from those present in Harrier; very 
simply, it's that good." 

— STRATEGY PLUS MAGAZINE 


Visa/MC orders: 
call 24 hrs a day, 
7 days a week: 
1-800-695-GAME 
(orders only). 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 


FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE 


CREATE YOUR OWN PLANES, 


OBJECTS & BATTLEFIELDS 
— IN SUPER-VGA! 


Domark set the standard 
with Super-VGA HARRIER, the 
first-ever SVGA strategic flight 
simulator. Now, we're pushing 
that standard to new heights! 
FLIGHT SIMULATOR TOOLKIT, 


Screens shown: IBM 256-color SVGA displays. 
IBM PC/CoMPATIBLES: Available November 1993 


Requires Windows™ 3.1 


Flight Simulator Toolkit ©1993 Domark Group Ltd 


Published by Domark Software Ltd. 
Programmed by Simis Ltd. 
Graphics by the Kremlin. 


the first 3-D flight modeling 
software ever produced for your 
PC, is Domark5 second offer- 
ing in its ADVANCED SIM-SERIES" 
state-of-the-art flight simula- 
tor product line. 


FLIGHT SIMULATOR 


FST is revolutionary. It's 
powerful, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 
detail — cockpits include mod- 
ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
every detail of their sim world. 

In a hurry? Not interested 
in building every last plane, 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 


HoloByte 


tree, truck, valley or skyscraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You'll be streaking through the 
heavens in no time! 


FLIGHT SIMULATOR TOOLKIT. 
YOUR AIRCRAFT. YOUR LANDSCAPES. 
Your missions — YOUR WORLD. 


DISTRIBUTED BY 


Spectrum 2s 


Visa/MC orders 


7 days a week: 
1-800-695-GAME 
(orders only). 
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Silverball 
by MicroLeague 


Graphics 
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Requirements: 386 or greater, DOS 3.3 or 
better, 640k RAM 

Sound Blaster, SB Pro, 
Gravis Ultra Sound 


Controll Keyboard 


Sound Support: 


Ever since Night Mission and Pin- 
ball Construction Set hit PC gaming 
screens, video pinball games have 
continued to grow in popularity and 
complexity. For those of us who 
enjoyed using quick reflexes and 
savvy body english when playing for 
hours on one quarter, the thrill of 
pinball will never die. Thanks to 
MicroLeague, we can now experi- 
ence the same the thrills with the 
release of Silverball. This program 
contains four separate pinball 
games to quicken your pulse and 
test your skills. In Blood, you must 
shoot past the ghosts, poisons, spi- 
ders and other denizens to reach the 
jackpot. Fantasy challenges you to 
seek and find the many treasures 
hidden deep in the dragon’s lair. 
Odyssey offers a quest to build a 
sky ship to sail the sky in search of 
evil and ride Pegasus to Mount 
Olympus to collect the super jack- 
pot. Snooker Champ relives the pool 
hall atmosphere, where you must 
sink the colored snooker balls while 
racking up serious points. Pinball 
wizards, here’s a whole new game! 


28 COMPUTER GAME REVIEW 


Can you become the ruler of the billiards 
table when playing Snooker Champ? 


(LN TAST 


Delve deep into the dragon's lair to uncover 
numerous riches in Fantasy. 


Ghosts, spiders and axes will try to stop 
you from conquering Blood. 


A journey to the home of the ancient Greek 
gods awaits you when playing Odyssey. 


A zoom-in feature is employed when the 
game is started. 


This is good pinball on the PC, if 
for some reason you find yourself 
seeking computerized pinball. 
There’s a nice quiet board and 
three flashy graphic rock 'n roll 
boards with big bells, flashes, and 
bumpersgsispref ersthiesF antasy 
board, but rone? of the Boards are 
stunningly better than thé rest. The 
sound is ggg, thef@faphics are 
okay, if somewhat al fusing, and 
the flippers react well. The biggest 
problem | had is that the screen 
scrolls. How the heck am | sup- 
posed to aim if | can't see what I'm 
aiming at? Still, it's not crippling, 
since the board is just two screens 
high. If you need flipper action, Sil- 
verball’s got it. -Kevin 


This game attempts to do what 
very little software has done 
before, so | can’t be too harsh. 
While | do enjoy pinball, software 
that simulates a pinball machine 
just isn’t my cup of pizza. | like 
being dblestoytcelstliesgame, to 
interact "physieally “With the 
machine, Using Body english to 
nudge things inWmy favor. While 
the spac@ Bar works to bump the 
machine, you’re can’t feel how 
much of a nudge you're giving it. 
This takes a lot out of the play of 
the game. In a nutshell: the graph- 
ics are okay, the music will drive 
you insane and the sound effects 
are lame. The four boards offer 
variety, but who cares? -Ted 


| was hoping that with Silverball, 
l'd get a pinball game that would 
give me a realistic game of pinball 
and include features only possible 
with a computer. Alas, Silverball 
has fallen into the same trap as 
many other,RC-pinballstities. There 
are only afew options? ke angle 
of tableg tiditwean| Belaiecessed. 
Nothing fiké animated displays are 
found in tiesGamemgiWhich | feel 
should be &feature"ðf any PC pin- 
ball game. Finally, since the board 
scrolls to follow the ball, you only 
see a part of the table at any one 
time. This makes it incredibly hard 
to aim shots at targets near the top 
of the screen, which is what pinball 
is all about. -Steve 


LASER-GUIDED MISSILES THAT 


CAN PINPOINT 
A WINDOW. A 
10-TON BOM 
LOAD THAT CAN 
LEVEL A TOWN. 
MAY! 
CIVILIZED 


The Tornado. The plane that shredded runways 
and totaled buildings during the Gulf War. The plane 
that can scan the 
terrain ahead and 
automatically hug 
every hill and val- 
ley at just 200 
feet. And the plane 
with wings that 
sweep forward to 
maneuver 
through tight bombing runs and sweep back 
to outrace even the fastest fighters. 

Now you can climb into Britain’s hottest 
plane without joining the RAF. With 
Tornado, the flight sim from Digital 


Come in low and fast, and you can actually see 
the cables in the bridge you're about to raze. 


Digital Integration 


Published by 


Spectrum HoloByte 


Tornado. 


IE THE BRITISH AREN'T SO 
AFTER ALL. 


Integration and Spectrum HoloByte, you’ll sit 
in a cockpit where the analog dials actually work. 
You'll operate the Thermal 
Imaging And Laser Desig- I 
nation (TIALD) system 
which zooms in on targets 
as small as the turret of à 
tank from as high as 
20,000 feet. And you'll 
even control a squadron with 
a mission planner so 
accurate it’s used to 
train real Tornado pilots in the RAF. 

Fly this devastating aircraft once, 
and you'll be glad the British 
are on our side. 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. For technical questions call (510) 522-1164 (M-F: 9pm-Spm Pacific Time). 
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Tom Landry Deluxe 
by Merit Software 
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GAME SPECS: 
Requirements: 1 Meg RAM 


Hard Disk, VGA 


Sound Support: AdLib, Sound Blaster 


No. of Playe! players 


Tom Landry Strategy Football 
Deluxe Edition is a powerful upgrade 
of the original version which still 
retains its most popular features. 
This program includes the simple 
point-and-click interface which 
allows customization of every offen- 
Sive or defensive play called, as well 
as modem play and realistic football 
strategy. A scenario editor enables 
the creation and saving of "what if?" 
game situations. Players can also 
use the Ask Landry option to get 
advice from Tom Landry himself. 
The Deluxe Edition includes a 
League Editor for altering league, 
team, coach, and even individual 
player attributes. Season play is also 
included, allowing a full 16-game 
season with playoffs. Statistics will 
be tracked through eighteen differ- 
ent categories for the league lead- 
ers. The offensive and defensive for- 
mations have also been updated 
and upgraded to encompass the full 
strategic structure of today's football. 
TLSFDE also includes full *default" 
team and player attributes for the 
1992 pro season. 
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A good kick return can set the table for an 
offensive attack. 
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Choose your plays from a simple but 
detailed option screen. 
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Accept or decline those penalties while 
knowing exactly what the results will be. 


Coach Landry is always nearby, ready to 
give expert advice on strategy. 


Team colors are accurate, and digitized sta- 
dium commentary announces results. 


This game does what it intends to 
do quite well. It's not a heavy-hit- 
ting action arcade sports title, nor 
is it a statistical extravaganza. It is 
a very powerful homage to the 


while the play-clock is running. 
The flashy stuff is nice, but can't 
compete with the hotter titles out 
there. However, if you enjoy sitting 
down and creating plays on the fly 
to react to the changing strategic 
situation, this one's for you. -Kevin 


Yet another football software pack- 
age, TLSFD is essentially a strate- 
gy tool. For some people (notably 
those who debate whether the 
1967 Packers were the greatest 
team of all time or not), this game 
will bri jo h 


prefer t talent 
and know e into 
play, this like the 
electro Cheez- 


Whiz. The game was difficult to 
understand (at least from my point 
of view), but my idea of great grid- 
iron entertainment involves remote 
controls and lots of beer. | thought 
he designers went a little far in 
making this VGA, since the graph- 
ics reminded me of CGA. -Ted 


f l'm going to play football on the 
PC, | much prefer a game that's 
stats oriented. Tom Landry is a 
high-quality sim that gives you a 
ot of options when calling the 
plays. | like the way the playbook 


operates; [9 specific 
plays, y anda 
back or A e plays 
intellige like act that 
you ca e com- 
puter out, yo do it too 


often, the computer learns and 
usually stuffs your backs. The 
graphics are sort of dorky looking, 
but the strategy elements are 
excellent. If you can live with car- 
toonish dudes in helmets, TLSF 
Deluxe is a winner. -Steve 


You Love Cars. 


Why Not Run Your 
Own Company? 


he Model-T originated a legend in 1908. Here's your chance to create your own! As president of your own car company, you 

begin with only $60,000 and a blue print for one car. Use the latest in automotive technology to design, test and produce the 
cars of your dreams, and then create a marketing campaign to help sell them to the world! As your automobile empire grows, 
decide when and where to open new offices throughout the world, and invest in research and development to keep your creations 
on the cutting edge! With hard work, you could become one of the wealthiest and most powerful figures in the world! But don't just 
think about doing it. It's time to get behind the wheel of your own company car and drive your way to fame and fortune! 


7 types of vehicles, including sports cars, luxury cars and 4-wheel drives * Research new breakthroughs in steering, brakes 
suspension, safety and more * Compete against 3 human or computer-controlled opponents 
Turn-based business simulation from 1908 to 2008 * Historically accurate * Highly intuitive interface 
Modem play Print reports to paper 


Impressions 
Committed to Excellence in Strategy Entertainment 


Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 1993 Impressions Software Ini 
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Discoveries of the Deep 
by Capstone 
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Playability 


, 2MB RAM, 

VGA, DOS 5 

Sound Blaster, AdLib, 
Roland 

Mouse, Keyboard 


Explore the mysteries of the sea 
with Discoveries of the Deep. 
Choose from one of seven expedi- 
tions to the abyss: search for Flight 
19 in the Bermuda Triangle, find and 
photograph the Titanic, team up with 
the US Navy to clean up a nuclear 
waste dump site, search for a long 
lost Spanish treasure galleon, and 
more. Travel 32,000 feet straight 
down in your ultra high-tech minisub, 
the Manta, to perform scientific 
research that could bring world 
peace and global harmony (who 
knows?). Disappear into a blue hole 
off the Bahamas, or just cruise 
around enjoying the scenery. Dis- 
coveries of the Deep has something 
for almost everyone. In addition to 
all of the above, Capstone is running 
a contest to coincide with the 
release of Discoveries of the Deep. 
Simply be one of the first 1000 peo- 
ple to find a hidden brooch some- 
where in the game, mail a card 
detailing where you found it, and 
Capstone will send you an “actual 
relic from a sunken Spanish 
galleon.” Good luck! 
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Qceanograhic Institute 


Welcome to Manatee Harbor 


Manatee Harbor, your base of operations for 
all undersea adventuring. 


Pilot your carrier vessel out to deep water, 
but don’t run out of fuel! 


Run silent, run deep as you guide the Manta 
on its maiden voyage. 


z Save toc 
Just sit right back and you'll hear a tale, a 
tale of a fateful trip... 


[- A 


Launch your sub off the starboard stern, 
then get set for some deep sea action. 


This game joins the ranks of many 
others which have had good ideas 
and poor execution. The concept 
of a minisub exploration team is 
wonderful. You can retrieve 
nuclear waste, airline black boxes, 
and even g e hole” in 
gramming 

wever, 
is diffi- 
marine, 
much less your surface vessel to 
reach your exploration site. Sound 
and graphics are only good in 
places. In addition, the game is 
mindnumbingly slow on a 386. | 
was excited about exploring the 
unknown deeps, but all | found 
was frustration. -Kevin 


Discoveries of the Deep is a great 
technical idea gone bad. When | 
first saw the game box, | thought, 
“Wow, what a super idea!” When | 
loaded it and started playing it, | 
thought, “Wow, what a letdown.” 
This gra 
and pix 
annoyini 

are terrible. 
keyboar 

Play aboard our 386 
slow as to be utterly abysmal. All 
of this being as it is, the one thing 
that caused me to utterly destroy 
this game in my review, is that the 
most basic function of any adven- 
ture game is missing: you cannot 
save your game. -Ted 


Discoveries of the Deep was a 
very cool idea, | thought. Perhaps 
it would pick up where Sea Rogue 
left off. And, yes, there are some 
very neat things about this game. | 
liked piloting the mini-sub around 
and takingepi the ocean 


floor. | li f the sub 
launch and at | didn't 
like was h jt played 
on the 38 et by the 
hard-to-u r the plot- 


ter. Finally, and most importantly, | 
was deeply hurt by the lack of a 
save game on any menu any- 
where in the game. That seems 
kinda important to its continued 
playability, and is a main reason | 
won't keep playing. -Steve 
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The Ultimate Multi-Player Conquest Simulation 


Finally, you can conquer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch 
T your back, though - you'll need to divide your forces with care to avoid being conquered yourself! 


is turn-based and features modem play; a wide variety of historic opponents from which to choose; random world 
generator; large number of units; spies; diplomacy & subversive activists; by far the best graphics and sound ever seen in a conquest 


game; and even more fun than Napoleon had at Waterloo! 


©1993 Impressions Software Inc 
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The Strategy Game 
by IDP Software 
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Have you ever had the desire to sit 
behind the wheel of a $150 million 
corporation and take it for a test 
drive? With The Strategy Game, you 
can! You've been given the helm of 
MedTech, a corporation in the med- 
ical field that has fallen on hard 
times. While its outlook is cloudy, it 
does have some definite strengths 
to regain its market. Succeed in real- 
izing its potential, and customers will 
beat a path to your door. Fail, and 
be forced into early retirement. As 
you proceed, you'll need to make 
tough choices about the future of the 
company, often with conflicting opin- 
ions of your marketing and manage- 
ment team. While your team may 
advise you, you alone get the credit 
or the blame for MedTech's results. 
You can also get an evaluation 
before or after the game on your 
Skills as a manager. These leader 
profiles are based on theories of 
Carl Jung and Myers-Briggs 
research. Can you lead MedTech to 
the top or will the company end up 
on the corporate option block? The 
decision is yours! 
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To begin the Test 


Take the marketing assessment test to 
determine the type of manager you are. 


The Current 
Situation 


Look over the current situation and make 
the best decision you can. 


MedTech has unique strengths and weak- 
nesses that must be considered. 
3 m 
[s] 


ick hee [VI vo focus on Ra 


Click here [VT vo strengthen marketing and sales 


-product development. 


Each decision you make will lead you to 
success or failure. 


Spreadsheets and other important docu- 
ments will give you needed information. 


This game may appeal to people 
who like to read books about 
"excellence" and go to manage- 
ment seminars, but only if they 
enjoy being spoon-fed an author's 
pet theories about business. While 
the premi the pro- 
duction, 


over any fac 
choice between op supplied 
to you by the program, which leads 
to another decision point between 
options the program also supplies. 
A business sim this is not: this is a 
Choose-A-Pre-Prepared Business- 
Strategy game, about as exciting 
as the flowchart it is. -Kevin 


There are dogs, and then there are 
dogs. This dog has fleas, mange 
and only two legs. The game may 
as well be called *Ross Perot, 
Consulting Business Manager." It 
is totally text-based (no graphics or 


clicked up 

effects that had little or no signifi- 
cance in affecting the outcome of 
the game. But, as | said, I’m sure 
they thought it was pretty nifty. 
Question: Why would | want to 
spend hard-earned dinero for a 
game | solved in ten minutes? 
Answer: | wouldn't. -Ted 


Yawn! Am | still awake? The Strat- | 
egy Game takes a pretty solid idea 
and does everything it can to make 
it as dull as possible. All you do is 
read, read, read and make an 
occasional “Choose Your Own 


Adventure: 
would b 
with m 
throughou 
would'v 
shots of 
would have added something. So 
would different companies with dif- 
ferent problems. TSG isn't a com- 
plete dog; it can teach you some 
rather valuable things. Next time | 
want to read this much, I'll try the 
library. -Steve 


SEE JACK PLAY. 
SEE Jasas IL. 
my 
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Meet Jack Ladd, a jack of all 
trades, most of them illegal. Jack's 
in big trouble. You see this is the 
future and now the IRS has the 
right to use deadly force to col- 
lect taxes. Guess what Jack, 
the tax man commeth, and 
they're looking for the gazillion 
bucks you owe them. Now 
you have only 28 days to 
get them the money, how 
you do it is up to you. 


Join Jack as he cons and 
coerces his way through 
the backstreets and 
alleys on the seedy 
side of the galaxy. 
Eight-way scrolling, 
full perspective scal- 
ing and Hypertext- 
les Style interaction 
give this game a 
colorful and realistic 
edge. This unusual 
adventure captures 
your imagination and 
thrusts you right into 
B the heart of Jack 
Ladd's bizarre world. 
this gome ayo 
you Sees oO 
qn E But COPY today. den 


husetts R 
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Innocent is available on IBM compatible and Amiga formats. 
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NHL Hockey 


by Electronic Arts 


Overall 85% 


Rating: 
EgHgmuud 


CGR Game Ratings 


Originality EE era 
ESE 


Intelligence 
Manu 
Graphics 


Requirements: VGA, 640K, 2 Meg EMS 
Sound Blaster, Ad Lib 
Roland 


Sound Support: 


players 


Hockey is one of the fastest mov- 
ing sports in the country. Players 
skate at high speeds, and slap shots 
have been clocked close to the 100 
mile-per-hour range. Now you can 
bring the excitement home for your 
PC with NHL Hockey by Electronic 
Arts. Endorsed by both the National 
Hockey League and the National 
Hockey League Players’ Associa- 
tion, NHL Hockey gives you real 
arcade excitement with the statistical 
depth that’s only possible on a com- 
puter. 

The licensing agreement with the 
NHL and NHLPA allows you to 
choose your favorite team with the 


Pick the teams you want to play as and 
against in the exhibition season. 
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aN Power Play — 


hooting, 


Before the game, you'll get an idea of the 
strengths and weaknesses of each team. 


players that team had last season. 
Every player is featured as are all of 
the team logos. The real season 
schedule is included as is the playoff 
format and Stanley Cup. 

Jump into the action with an exhi- 
bition game. Pit your favorite team 
against their most bitter rival to see 
who gets the bragging rights before 
the season starts. For a tougher 
challenge, simulate a full season, 
compiling stats for each of your play- 
ers. Those with the best seasons will 
be eligible for real awards like the 
Hart and Ross trophies. Make trades 
with other teams to improve your 
lines and push for the post-season 
and your shot at the Cup. 


Patrick Roy blocks Larmer’s shot as the 
Canadien’s defense regroups. 


Before each game, you'll be 
shown the strengths and weakness- 
es of both teams. During the action 
on the ice, the referees will skate 
along with you, chasing down pucks 
for each face off and calling penal- 
ties as they occur. When called, the 
rink announcer will fill you in on the 
call and the time of the penalty with 
digitized voice. With each goal, you'll 
both see and hear who scored it and 
who made the assists. 

Between periods, Ron Barr, the 
EA Sports announcer, will fill you in 
on the scoring summary for your 
game as well as show you highlights 


from around the NHL. You'll also get 
late-breaking scores. Here, you can 
access your lines and make the 
changes you want to start the next 
period of play. 

Each face-off comes with realistic 
music from the rink organ. Each of 
the rinks around the league has it's 
own music, so you can expect to 
hear over 50 different pieces as your 
team travels around the league. As 
you control your team, you can 
check out the extensive stats as well 
as digitized images of some of the 
NHL's hottest stars. 


Between periods, check out highlights from 
other games around the NHL. 


As you play, you will have to pay 
close attention to the action on the 
ice apart from the player you control. 
When skating towards the oppo- 
nent's net with the puck, you must 
be careful who crosses the blue line 
first or you could be called for off- 
Sides, resulting in a missed scoring 
chance and a faceoff. Your goalie 
can hang onto the puck after a save, 
forcing a faceoff in your end of the 
ice, or pass out to a teammate. Be 
careful when the goalie passes, 
because if it's intercepted, the other 
team will have a good shot on the 
net! Penalties are also a part of the 
game, so watch where you swing 
your stick and who you check into 
the boards. 


LO MEAN "YO NNNM 
The Blackhawks will need to practice their 
penalty-killing skills with Smith in the box. 


Who says home ice doesn't count for any- 
thing? Certainly not this crowd! 


In the season mode, you will do 
more than just control the skater 
with the puck. Change your lines 
before faceoffs and after goals and 
penalties to keep all your skaters 
fresh and ready to go. Select the 
right team for penalty killing and 
power play situations to get the most 
from your “special teams.” Compile 


The crowd boos as the visiting San Jose 
Sharks pull ahead. 


your stats to see who is getting the 
job done and who is taking it easy. 
Then, make changes in your lines to 
improve your chances. Put all your 
best scorers and defensemen in one 
line for a powerful attack, or inter- 
sperse your star players through all 
four lines so each one has a good 
chance to score and defend, giving 
you a consistent attack. 

If you think you have what it takes 
to lead your favorite team all the way 
to the Stanley Cup, grab your skates 
and try your luck at NHL Hockey! 


OUT OF TOWN SCORES 


Ottawa - 
, Boston” 


Keep on top of the action with other scores 
around the league. 


Before | played this game, | knew 
nothing about hockey and cared 
even less. Now | find myself 
screaming at the ref, cursing at my 
goalie and grinning evilly at slash- 
ing penalties. | care about icing, 
offsides, and why | can’t beat the 
Sharks with the Blackha 
now believe arcade sports 
can work on a PC. It’s n 
action from buzzer to buzz 
game play looks and sound 
with excellent digitized voice and 
crowd sounds. The player anima- 
tions are also very well done; 
when you crosscheck an oppo- 
nent, he goes down hard. This ani- 
mation extends even to the players 
raising their sticks and hugging 


each other at a goal. All the action 
and animation is as smooth as the 
ice; in fact, maybe too smooth. My 
only problem with the game is one 
of control difficulty. While individual 
player control is easy and realistic, 
| had difficulty coordinating my 
s. The Al is good for my 
ates, but | just couldn't see 
d the puck. An effective 
fe) was impossible, since | 
y hands full with my primary 
player and was unable to pass 
appropriately. Similarly, a more 
than haphazard defense was diffi- 
cult. This is an exercise more for 
the wrist than for the brain; but 
that's all it aimed for, and it does it 
quite well. -Kevin 


| don't usually enjoy sports games, 
because I'm fairly sedentary in real 
life. This game, on the other hand, 
was a pleasure to play. The play- 
ers will not stop on a dime, which 
can lead to initial frustration, but 
once you figure out how they will 
and can move, you can 
much tighter game. | spen 
deal of time simply trying t 
out how to defend my goa 
trounced 15-0 by Tamp 
not an enjoyable experience). The 
action is fast and furious, and the 
graphics are very good, although 
the puck can be difficult to follow in 
tight quarters. This is a lovely 
piece of software, put together by 
designers who know and truly 


enjoy the game. My favorite bit is 
just after a goal is scored: the two 
teams can feel free to beat each 
other up for a few seconds, almost 
like real hockey! The controls are 
simple and straightforward if you 
are using a joystick (highly recom- 
d). | flipped through the 
scanty documentation about 
ard control and decided that 
bably wasn’t worth the effort. 
voices are very good, and the 
music is decent. If you’re seeking 
verisimilitude, this game comes 
pretty close. Something | would 
like to see is a zoom-in feature on 
the instant replay, so that you 
could see where you went right or 
wrong. -Ted 


While | often don’t enjoy arcade 
sports games since | think the 
level of control leaves a lot to be 
desired, | have to admit that NHL 
Hockey is pretty cool. While it 
doesn’t control very crisply, the 
skaters on the rink operate exactly 
like hockey players really d 

can't turn around quickly; i 

them a few seconds to 

around and change directi 

is pretty realistic. The voice 

well done. | like how you get the 
full call on every penalty and goal 
with the exception of the player’s 
name. What really made NHL 
Hockey work for me, though, was 
the individualized music present at 
each stadium. Between periods, 


you get a different song for each 
stadium (Here come the Hawks, 
the mighty Blackhawks. . .). On the 
downside, it seems like fighting 
hasn't been included, since in sev- 
eral dozen games, | didn't see a 
fight. It’s not my favorite part of the 
but it is a part of it and 

S have been here. Also, com- 
p pponents seem to be a little 
attuned to where the puck is 
players on my team who | 

wasn’t controlling. | had a very dif- 
ficult time getting accurate shots, 
and many of my passes were 
picked off, while my opponents’ 
team passed in heavy traffic very 
effectively and | was scored on 
from long distances. -Steve 
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ALL OF THE PACIFIC THEATER. 
ALL OF THE CONFLICT. 
ALL IN YOUR HANDS. 


Victory At Sea™ picks up exactly where the Japanese left off December 7, 1941. However, one 
thing is different. You're suddenly in control of the entire Pacific Theater. From the ice-encrusted 
Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf. 


Direct the entire campaign from the task force level, or engage in specific battles. Command the 
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary 
footage bring your decisions to life. 


Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on 
the political and logistical situation around you. Then plan your next attack. 


Because it's designed by world-renowned military expert James F. Dunnigan, the historical accuracy 
of Victory At Sea is without equal. It’s also the first game ever to give you GameBook™ technology. 
Featuring real WW II action photos and over 100,000 words of historical analysis 
not available with any other game — all just a mouse-click away. 


December 7, 1941, may live in infamy. But what happens after 
that is all up to you. Visit your retailer or call 800—653—1360 
to order in the U.S., or 800—697—2360 in Canada. 


VICTORY AT SEA IS AVAILABLE FOR THE IBM 
CTORY AT SEA IS A TRADEMARK OF THREE- 
ALL RIGHTS RESERVED. IBM IS A REGIS 
CHINES. MACINTOSH IS A REGISTERED TI 
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Kasparov’s Gambit 
by Electronic Arts 


Overall 909 
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Originality RAVZA 


Graphics 


Requirements: 386 or better, 640k, 


2MB EMS, DOS 5.0 
Sound Blaster, 
Pro Audio Spectrum 


ice: $59.95 


Hard Drive Space: 11 Me 


No. of Playe: ne player 


The most chal- 
lenging of strate- 
gy games, chess 
is an ancient con- 
test pitting the 
minds and wits of 
players. Electron- 
ic Arts brings the power of one of the 
greatest players in the game, Gary 
Kasparov, to the PC. Kasparov's 
Gambit provides exciting play oppor- 
tunities for the novice all the way to 
an expert strategist. What sets Kas- 
parov’s Gambit apart from other 
chess programs is the game’s 
unique approach to chess tutorials. 
The World Champion worked closely 
with EA’s developers to devise an 
intricate system of move-by-move 
evaluations of the player's strategy. 
Kasparov appears via a video 
Screen and voices his opinion. His 
dedication to the development of the 
program's tutorial helps to round out 
other features, including 2-D and 3- 
D boards, tournament play, an 
extensive 500-volume library of his- 
tory's most famous games and and 
a running game analysis. 


Sound Support: 
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it i Iv 5 ^ ? 


The master himself, Gary Kasparov, invites 
you to play his challenging game. 


computer 
player. Rn Intl. Master! 
[- beware 
likes closed positions 
jLies hupermodern 
[openings 


. L. King 
har! magne 


Looks ie youre ] 
lwinning now! 
But ne has a strong [J 


A vast library of famous chess setups is 
also available. 


[This game is over! 
[This game is over! 
[This game 


Intricate chess concepts can also be cho- 
sen during the course of a game. 


l've been looking for a chess pro- 
gram with the patience to take me 
from novice-intermediate level to 
an experienced player. Gambit is 
that program. The on-line help is 
magnificent, and Kasparov as 
coach is aeaa l eD igitized 
voice tellg me what Te thinks of my 
strategy, ‘Oftém.Changing his mind 
as he reconsiders. Gambit looks 
good eithéfines-D of 2D mode, 
and 3-D mode doesn't block too 
much of the board from easy view. 
This is an engine for grandmasters 
or novices, and it treats everybody 
well. If you want a game that will 
teach you about the world and 
terms of chess, not just how the 
pieces move, this is it. -Kevin 


This is the cleanest chess program 
l've seen. Play is quick, the inter- 
face is good and Kasparov's com- 
ments are unintentionally humor- 
ous. Playing at a novice level is 
not very challenging, but, if you are 
new to 4l8game, jealiteach you 
quite a Bit. KaSparov will Stiggest 
moves“if You ask him tay which | 
thought wasa niee\feature, but 
which ladidn't uSe Ror chess 
purists, you can play the game ina 
3-D mode, although the overhead 
view was simpler to get a grip on. 
The graphics are decent, the digi- 
tized voice and animation is good. 
If | had to pick one chess program 
that should be a part of everyone's 
software library, this is it. -Ted 


The first time | saw this game, | 
was impressed. Chess doesn’t 
interest me a lot, but | really 
enjoyed the time | spent with Kas- 
parov’s Gambit. Why? Well, for 
one thing, the game is very user- 
friendly dseianotbersiing, Kas- 
parov € comme nis make Sense, 
and hell eftem fetract a Statement 
if you’ve"Made a Good nove. | like 
the incremental diffichity Of oppo- 
nents as’Well as the™f€alistic Elo 
ratings. It may not have the flash 
of some other chess titles, but the 
substance is there all the way 
through. The historical games and 
the excellent tutor are just two 
more reasons why this is my new 


favorite chess game. -Steve 


TRAVEL TO EXOTIC LANDS, 
AL TIL CREATURES 


438- 

Older YOu 
You've always considered yourself a soldier of fortune Hired Guns is an adventure that can accommodate up 
with a knack for survival and a thirst for green. Your to four players simultaneously. It features furious non- 
mission? Anything for a price. But this time its different. stop action, first person 3-D view and auto-mapping of 
The stakes are a little bit greater and the danger is all the 1.7 million cubic meters of play area. Choose from 
too real, You and your team are on a desolate moon, 12 different richly developed characters to suit your 
surrounded by less than friendlies, with only one goal needs for the mission at hand. Journey through this 
besides the mission itself; stay alive long enough to desolate land, all the while testing your survival skills 
enjoy your newfound wealth And remember; TAKE NO PRISONERS! 


EX 
[4 


Psygnosis 
675 Massachusetts Ave 
Cambridge, MA 02139 
Hired Guns is available on IBM compatible and Amiga formats. (617) 497-7794 


The Blue and The Gray 


by Impressions 
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Originality 
Intelligence ES 
Graphics 


Requirements: 640k, VGA, DOS 3.0, 
Hard Drive, Mouse 
AdLib, Sound Blaster, 


Roland, SB Pr 


le for: PC and com; les 
Designed by: Edward Grabowski 
Distributed by: Impressions 


Retail Price: $69.95 
Hard Drive Space: 4 Meg 
No. of Playe 1-2 players 


Sound Support: 


The Civil War, while not a shining 
time in America's history, was 
nonetheless an important part of a 
changing and transforming country. 
With The Blue and The Gray, 
Impressions brings the strategy and 
action of the campaigns of this war 
to your PC. This is not just a replay 
of the events as they occurred, but a 
challenging and intense wargame 
simulation in which you, as the com- 
mander of either the Confederate or 
Union forces, must make important 
decisions as you try to guide your 
troops to victory in many famous 
battles and campaigns. The war is 
refought over a map stretching from 
the Midwest to the East Coast, and 
from Florida all the way up to New 
York. The major strategic decisions 
are yours to make-including army 
composition and deployment, 
recruitment and training. Then, 
zooming down onto a scrollable 
map, you can command these large 
armies, maneuvering them across 
terrain, waiting for the inevitable 
conflict with enemy forces. See if 
you can change history! 
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Relive important battles and plan your own 
strategy to affect the results. 


Build your divisions from troops located 
across the eastern half of the country. 


JULY 5 1861 


On April ith, Major Anderson is asked to surrender 
thr Unios base of Fort Sunter to South Carolina, His 
in the Fort bing bombarded. O» I. 
surrenders. 


Luxels s war measures are approved by Congress on Ñ 
July 4th 1861. 


[EXIT SHOW] aa 
av Mmm RR, m onm EAR a 


Historical information is yours to see at the 
click of a button. 


Carefully select men for your divisions. Only 
the toughest men will survive the battles. 


BiU of Fest Ball Run 
ra 


The zoom feature gives you a close-up look 
at your troops during campaigns. 


| tried hard to like this game. I’ve 
got a healthy interest in the Civil 
War, I’m a heavy duty wargamer, 
and | liked the manual and histori- 
cal background B&G provides. But 
after several hours of shifting a 
slowly moyingsli le around 
Washin it bore- 
e, with 
division- 
nd histor- 
ical facts woven well into game 
play; but the fact of the matter is, 
it's slow and repetitive. | dislike the 
minatures battles aspect of the 
game, and without that, B&G col- 
apses into a static five-year 
wrestling match. Realistic, yes, but 
not so much fun. -Kevin 


n case you don't remember, the 
South lost. If you didn't particularly 
care for that outcome, or you're 
one of those people who likes 
dressing up in uncomfortable Civil 
War uniforms and going to reen- 


and the battle scenes are fairly 
extensive, but this game commits 
the one sin which | cannot forgive: 
it's dull. If you long to know the 
lore and legend surrounding the 
Civil War, or natter on for hours 
with your friends about it, get this 
game. Otherwise, forget it. -Ted 


As someone who enjoys war 
games, | had some hopes for 
B&G, but they didn't pan out. 
While many of the aspects of the 
game are handled well, it's just not 
very exciting. Watching your 
e place is 
gs down 
ame old. 
as far as | 
| like the 
way that handled, 
but the outcomes of some battles 
are a little strange. F'rinstance, I 
had one cavalry unit attacked by 
about 15,000 men and | won the 
battle. Go figure that. Realistic, 
perhaps. Fun and exciting? At 
least not on my PC. -Steve 


introducing FLIGHTSTICH PRO, 


It Blows Everuming Else 
oe Du OT the Shy 


adiit y 
an n 


FLIGHTSTICK PRO puts a whole new level of lethal accuracy and control in the palm of. 
your hand. You sense the enemy. Click, click, click the stick... all clear behind and to the 
right — there, left front! You throttle down, activate radar, lock onto your target. Two 
enemy planes eat your cannon fire as you blast a missile toward the bridge ahead. Done. 
Full thrust, ease up and right, and you're clear of the explosive chaos below. And your 


hand never left the stick. Flightstick Pro — 


the newest and best jet stick on the market fa 


TIT UCT 5 - it blows everything else out of the sky. 


CH Products + 970 Park Center Drive - Vista, Ca 92083 - 619-598-2518 


Global Domination 
by Impressions 


Overall 990% 


: 
Rating: 
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Originality 
Graphics 


Requirements: 386, VGA 
Hard Drive 
Most major 

Sound boards 


Distributed Impressions 


Sound Support: 


Never in all 
history has the 
human race 
been content 
with merely this 
cave, this city, 
this | country. 
Always have we struggled to own 
our neighbors' plots and pastures as 
well as their lands and livelihoods. 
Leaders from Uggh the Caveman to 
Genghis Khan, from Queen Victoria 
to Napoleon, have sought to extend 
their rule over more and more coun- 
tries and harness the world. 

Most of us, however, are not so 
lucky as to command sovereign 


The entire world lies at your feet, ready for 
your armies to wash over it. 
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Gather intelligence on the personality and 
methods of your foes. 

nations as vehicles for our ambi- 
tions. We satisfy these urges at the 
computer or on a board, playing at 
the games of greatness. 

Now we can put these dreams to 
work, against the men and women 
who founded them. Lead heavy 
tanks, the cavalry of our day, against 
Genghis Khan. Use airstrikes 
against Queen Victoria's expansion- 


Passively receive the results of your bat- 
tles, or command your forces yourself. 


ist fleets. Through the miracle of 
DNA retrieval and cloning, nine of 
history's most famous leaders-from 
General Custer to Julius Caesar, 
and Bismarck to Henry V-are ready 
to dominate the world again. This 
time, it's 2020. This time, it's a glob- 
al war in a fragmented future. This 
time, we get to play. 

Global Domination is a near-future 
game of continental conquest 
against up to four opponents. Two 


The units that make up every army can be 
customized to your strategic taste. 


player can establish a modem link in 
order to play simultaneously, or a 
single player can face off against all 
computer opponents. The human 
players face off against the larger- 
than-life personalities of some of his- 
tory's most famous leaders, warring 
over the territories and resources of 


Earth or of countless new worlds. 


Battle against history's most revered lead- 
ers, brought to life by DNA manipulation. 


Military units are not simple plastic 
pieces or generic pawns; players 
build them using resources available 
into highly customized fighting 
forces. Armies can consist of any 
combination of infantry, mechanized 
infantry, light or heavy tanks, all the 
way through anti-aircraft emplace- 
ments and strike aircraft, plus naval 
units and artillery. Match the needs 
of the battle with your customized 
forces; the only restriction is the 
number of units you can support. 


No need to make war on earth-a random 
world generator assures endless diversity. 


These battles can be resolved by 
the impartial computer judge, or you 
can put on a field marshall's hat and 
command your forces individually 
from your satellite command center. 
There, arrange your forces in tactical 
real-time combat and trounce the 
enemy's meager troops. 

Diplomacy, too, takes a hand, as 
you forge pacts to storm common 
enemies, or defensive alliances to 


give your ragged armies a chance to 
recover their strength. Each foe has 
a distinct method of speech and 
behavior; each will judge prospec- 
tive alliances and pacts according to 
your previous behavior. 

Intelligence is a vital part of the 
game as well. Your cunning men in 
black will alert you of the makeup of 
enemy armies as they advance, 
allowing you to build the perfect 
army to stop them. Your spies will 
also keep tabs on the exuberant per- 
sonality of your foes, warning you of 
shifts in mood and even impending 
madness. These cloaks with dag- 
gers can even create unrest behind 
enemy lines, causing the loss of 
resources and perhaps territories. 


Even a brilliant commander must make 
allowances for the reality of economics. 


Not all of these refinements need 
be utilized by players who yearn for 
a more simple game. Global Domi- 
nation allows different levels of play, 
ranging from the simple creation, 
moving and fighting of armies, to the 
more complex features listed above. 
If your only wish is to gather some 
grunts and stomp some enemies 
into the dust, the simple level will 
suffice. If, however, your taste runs 
to diplomatic and intelligence com- 
plications, with many resources and 
battles to manage, Global Domina- 
tion is that game as well. 


Make pacts or treaties with other leaders 
to buy time or for mutual defense. 


This is the wargame for people 
who have fond memories of Risk, 
but wish it were more involved. GD 
is Wargame Lite, an homage to 
boardgame wars and plastic 
pieces. This is done very well. 
There’s enough complexity here 
for a detail freak like my 

love, and enough simplici 
weekend warriors and the st! 

cally challenged will still hav 
good time. | love building a 
based on my decisions as to 
what's necessary, armor or ar- 
tillery. The use of historical figures 
and Earth territories adds a few 
chuckles to the game ("Revolution 
spreads to lowa"), while the ran- 
dom world construction adds the 


Conquering worlds 'R' us! The 
design of this game is Risk-like, 
with some added features thrown 
in. While | like the idea of Risk, | 
never played it much (my brother 
would always cheat, so where was 
the fun?), but this game could turn 
me around. The interface i 

with all the tool icons lal 

neatly along the right-hand 

the board. Figuring out 

around the interface was 

winning the game requires some 
interesting problem-solving abili- 
ties. One feature that | liked was 
the Pact tool. With it you could ally 
with another player against a com- 
mon foe, as well as send in your 
secret police to destabilize some- 


necessary impetus to pick this 
game up months after you've con- 
quered Earth. The game play is 
very simple and easy to fathom, 
and even the complex portions are 
simply point-and-click. There are a 
few problems, of course; the satel- 

ttle option tries even my bat- 

rdened wargamer's patience, 
a have various nitpicks about 
S | portions of the interface, 
S as the inability to tell immedi- 
ately which kind of force you are 
building unless you access the 
building screen first. But these are 
nitpicks; GD is a strong game, one 
destined to hang out on your hard 
drive for a good while, providing 
excellent play for months. -Kevin 


one's government. Oftentimes, 
other players (controlled by the 
computer) will offer pacts with you 
if you offer none of your own. 
Another feature | found helpful was 
the Intelligence tool, with which 
you can judge how an opponent 
ct to you. If you continually 
meone who rates high on 

ance of Madness" scale, 

rive him insane. Sit back 

atch the fun after that! The 
sound on this game is okay (I like 
the winning sound particularly), 
and the graphics are fairly smooth. 
While Risk afficionados will proba- 
bly dislike the game's pretensions, 
they'll get over it. They can always 
get Risk for Windows. -Ted 


Okay, I’m a big fan of Risk both on 
Windows and the board game. 
Global Domination is pretty similar 
in a lot of ways, but it takes the 
complexity of Risk to a much high- 
er level. One thing | like is that the 
game starts slowly, with each dif- 
ferent faction able to build 
couple of units at first. By 

wisely, you can snag an inc 
amount of territory at the start, 

ing you a huge advantage 
resources. | also like that you don't 
have to leave an army on every 
territory that you control. This 
makes where to build and move an 
army a lot more important, since, 
with the inclusion of tons of territo- 
ries on the map, it's easy to leave 


yourself open to attack, especially 
after all of the neutral ground is 
gone. | also enjoy the interesting 
choice of computer opponents. 
Custer, the Caveman and Henry V 
were all interesting choices, even if 
Napoleon, Lincoln and Caesar 

expected. The diplomacy 

n is a great addition to the 
g as are revolutions. Main 
g graphics could have been 
b r; the territories are really 
blocky looking, so maybe a bit 
more detail here would have 
helped. The sound is very nice. 
While Global Domination isn't per- 
fect or even nearly so, lm really 
enthralled by it. It's fun, and that's 
what counts. -Steve 
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VIRGIN IS A REGISTERED TRADEMARK OF VIRGIN ENTERPRIS 


g 
8 
8 
id 
$ 
z 
H 
€ 
$ 
$ 
H 
E 
H 
z 
: 
E 
E 
a 
El 
E] 


KISS CONVENTIONAL 
LOGIC GOODBYE 


IN you sec it. Now you don't. The land of Kyrandia is disappearing piece by piece 


and all the evidence points 
" Wo 
clusion: a curse. Thus 


second in the Fables © Fiends 


toward one perilous con 


begins Tbe Hand of Fate, 


series, where you are 
the offbeat, voung mystic who must voyage to the center of the world to break 


the spell. Out of sync and out on foot, your aberrant journey reveals nothing 


is what it seems. Everything is what it 


isn't. And you can count vour friends on 


one hand. 


ui s 
Literally. V Conspiring to push 
the twisted edge of cinemagraphic entertainment, Westwood Studios has 
designed more puzzles and gameplay in the first few chapters of 


The Hand of Fate F= 


than in all of 

" : mo 

The Legend of Kyrandia: Ihe most 

advanced graphics 

on the market are first pencil tested, then painted 
; Sort LN 

on-screen to surrealistic perfection, Breakthrough 


Trulight technology illuminates each scene more cinemat 


ically for a fuller, fourth dimensional picture. U The new 


Shadow Sunlight 
State of Mind System, along with superior intuitive interfacing, enables you and 


over 50 characters to change your mind, mood and 


E ul oe 
mayhem based on preceding events. Don’t just 


play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye 


THE HAND OF PATE 


Westwood 
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World War Il 
by QQP 


Graphics 
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GAME SPECS: 
Requirements: 1 Meg RAM, Mouse 
Hard Drive, VGA 
Sound Blaster and 
compatibles 


Sound Support: 


The war in the South Pacific 
awaits you, Admiral. Select a sce- 
nario, choosing from quick skirmish- 
es to full campaigns. The historical 
fleets of either side are yours to 
command, including land, sea and 
air forces. Decide whether to launch 
your planes in a strike against ships 
you have sighted, or save them to 
protect your carriers against ene- 
mies unseen. Keep supply lines 
open to rearm and refuel your 
forces; employ destroyers and trans- 
ports to cut off and invade the 
enemy bases. When task forces 
clash, you must deploy your ships 
on a small tactical map and concen- 
trate your fire against both air and 
naval assaults. World War Il: Battles 
of the South Pacific allows the play- 
er to select between several levels 
of difficulty, expert or novice menus, 
and levels of realism. All ships and 
planes are historically accurate, 
each with its own picture, informa- 
tion and statistics. Two players may 
join the battle, either at the same 
computer or via modem. A personal 
scoring history is kept as well. 
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Scenarios include quick games, big battles, 
and huge campaigns against either side. 


A Sa a 
puto ee E 
[Betas ve 


Air power is crucial to your victory. Launch 
planes from carriers or land-based airfields. 


— 


Fleets unprotected by fighters become sit- 
ting ducks for enemy bomber raids. 


Attacking the enemy's base reduces supply 
and can force them out of the theatre. 


Inevitably, huge fleets will make or break 
the war out on the open sea. 


This is what computer wargames 
should be striving for. WW2 pre- 
sents the player with a simple, 
intuitive interface, good amounts of 
detail, and the freedom to use your 
own tactics, good or bad. The tac- 
tical int S; | felt 
like m sl ving a 
real eff he . Game 
play is iverse 
with h o t unit 
types an ers. rtunately, 
WW? isn't a perfect game. The 
sound and graphics are passable 
at best, and the manual lacks ade- 
quate historical documentation. 
But this is a fully evolved, solid, 
and fun wargame that keeps me 
playing long into the night. -Kevin 


BOTSP is an easy to understand, 
easy to use simulation of naval 
battles for the Pacific fleet during 
World War 2. Game play is simple; 
it is literally a point-and-shoot 
game. If you don't want to spend 
hours pori 
als des 


detail of .Pvt 
Brian K output 
during *0005 oz 
...”), this game will please you. 


Sea battles proceed apace, but 
land battles can bog you down 
(don't hit that mine!). The voices 
are good, but the Japanese com- 
mander's accent may offend some 
people. |, on the other hand, 
laughed about it. -Ted 


Once again, QQP lives up to its 
name. WW Ill/South Pacific is 
intensely cool without being over- 
bearing. Control is simple enough 
to learn, taking all of about five 
minutes, which, for a war simula- 
tion, iS e. Wh 


pretty d luck bY 
Shots against two or three ships, 
but when | was able to aim shots 
at all the enemy ships, | really 
rocked 'em! Multiple campaigns 


| make this one shine, and the free- 


for-all is as much legal fun as you 
can have in one lifetime! -Steve 


° Adva ced Sgenario EGNOT. = 
. Superi¢ or Computer A. I. we O Ae 
ed Sound, Effects, son xis — 

* Various Difficulty Settings 

„Compete RA Ragai] 


By Mark Baldwin and Bob Rakosky 


AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR DIRECT FROM NEW WORLD AT 1-800-325-8898 
(OR 1-818-999-0607 outside U.S.) P.O. BOX 4302 HOLLYWOOD, CALIFORNIA 90078-4302) 

©1992 New World Computing, Inc and White Wolf Productions. Empire Deluxe is a trademark of New World Computing, Inc. 

New World Computing is a registered trademark of New World Computing, Inc. 

IBM screens shown. Actual screens may vary. 


Coaches Club Football 
by MicroProse 


Overall 70% 
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Rating: 
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Playability 
Intelligence 
Graphics 


Requirements: 2MB RAM, DOS 5.0, 

386 or greater, VGA 
AdLib, Roland, Pro Audio 
Spectrum, Sound Blaster 


Sound Support: 


"To get any closer to the NFL, 
you'd have to be drafted!" NFL 
Coaches Club Football puts you 
right into the action of your favorite 
Sunday afternoon pastime—watching 
professional football! CC gives you 
full 3-D views of the action, right on 
the playing field, where the game is 
really decided. You can control key 
players in the game while using hun- 
dreds of real NFL plays that will 
have you on the edge of your seat. 
Will Rypien complete the post pat- 
tern to Art Monk, or will Lionel 
Washington come up for an inter- 
ception? The real players for the 
1993 season are on the rosters, so 
you can cheer on your favorite team. 
True 3-D graphics let you watch the 
action from multiple pre-set camera 
angles, while the game tracks the 
stats of every NFL player through 
the season. You can even view stats 
and highlights of every game played 
in the league! Glanville, Schotten- 
heimer, Shula and the rest-they're 
the best, and they're gunning for 
you. Here's your chance to beat 
them at their own game. 
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The coin toss starts off another Sunday of 
fantastic gridiron action. 


Every team from both the American and 
National conferences are represented. 


An easy-to-use interface allows for quick 
decisions when calling plays. 


acomuck 


Fillback 


Complete rosters from the 1993 NFL sea- 
son are yours to use and manipulate. 


The referee will give you the signal when 
you score field goals or touchdowns. 


Too little, too late. MicroProse 
brings out another piece of "band- 
wagon" software, brought out 
because other companies have 
made money with similar products. 
CC isn't that bad a game; the 
emphasissonseoaghingsis good, 
and the play editoris Varied and 
decent. But frankly, there's better 
out there. The graphiles are poor, 
except in lie clogeUp screens, 
which appear as though Disney 
animators were fed odd drugs and 
told to make moving mannequins. 
The NFL license is good, allowing 
for some flavor to the engine. 
Really, CC is an above average 
game-but only just barely. Football 
fans, look elsewhere. -Kevin 


E--1 
Coaches Club is yet another poor 
attempt to make the game of arm- 
chair football interesting. The 
graphics are poor, the animation 
sequence is Hall of Presidents 
poor, the music is mildly irritating. 
The only redeemingsguality of this 
game is, AO me, that! didn’t have 
to buy itt Afteryousfigüre»out how 
to get different plays to appear on 
the screen) You've Usually run out 
of time to call anything. Each play 
the computer makes is excruciat- 
ingly slow (hut...go to the bath- 
room... hut...make dinner...). That 
the clock continues to run even 
after incomplete passes is only 
vaguely dissatisfying compared to 
the rest of the game. -Ted 


m 


Coaches Club has a couple of 
interesting problems. First of all, 
there's no fanfare or celebration 
for scoring a touchdown. Second, 
after an incomplete pass or a time 
out, the clock continues to run, 
which is against allsf@etball logic 
and strategy: Third) the playbook 
is confuSINGRsince yOu Only see 
one play at a times Se“pieking the 
right plaf edni Be toughy Finally, 
and perhaps Teasttmportant, is 
that the refs and the players at the 
coin toss look like rough drafts 
from Disney’s animatronic Hall of 
Presidents (Mr. Lincoln calls hold- 
ing). In spite of this, the game 
plays decent football, but PII look 
for action elsewhere. -Steve 


Actual VGA screens 


— 


Available in 3.5" HD Disk and CD-ROM formats. — 
Contact your local software dealer or 
order direct by calling 1.800.644.9283 — 


Tsunami Media, fnc.-1993- NI rights réserves. 
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Gold *Juno*Sword 
by Three-Sixty Pacific 
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Originality 
Intelligence 
Graphics 


GAME SPECS: 
Requirements: 386SX, 3 Meg RAM, 
512k Video Card 


Sound Support: AdLib and Sound Blaster 


Retail Price: 


The award-winning V for Victory 
game system returns to the beaches 
of Normandy. British and Canadian 
forces attempt to hammer out a 
beachhead through northwestern 
France and link up with American 
forces to the west. The Axis 
responds with a counteroffensive 
strike designed to pound the Com- 
monwealth Divisions back into the 
sea. GoldeJuno*Sword includes 
Seven scenarios of increasing diffi- 
culty, tracking the Commonwealth 
Divisions as they secure a foothold 
in mainland Europe between Bayeux 
and Caen. Players may choose to 
command Axis or Commonwealth 
troops, including forces from four 
countries in over 60 subtypes. Pure- 
ly historical options may be chosen, 
or the situations, troops, and weath- 
er altered. Thirteen types of terrain 
guide the fighting, which includes 
nine types of combat from probes to 
all-out assault, as well as naval and 
air support. Players may handicap 
either side or challenge a computer 
opponent for control of a doorway 
into the weakening Third Reich. 
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Select from seven fully detailed historical 
scenarios with player-set variables. 


Call in air strikes and naval support, but 
don't rely on them. 


Detailed weather reports inform you of cru- 
cial battlefield conditions. 


Artillery, infantry and armor clash as the 
Commonwealth forges a beachhead. 


If details overwhelm the player, an advisor 
can handle some or all operations. 


V4V:GJS is an entertaining, highly 
complex wargame. Its makers 
have chosen to target only higher- 
end PCs, and that sophistication 
shows in the crisp graphics, clear 
sound, and excellent attention to 
blem? 


detail. rs 


VAN is ngine, 
but it’s in life. It 
thrusts e f situa- 


tions I te ions that 
| have difficulty understanding. On 
initially entering a scenario, it can 
take ten minutes to discover what | 
need to do. To be perfect, GJS 
needs a little less historical perfec- 
tion and a little more game. It’s still 
extremely good; | just need a little 
more control over my wars. -Kevin 


A little war can be a beautiful thing. 
This game is beginner-to-interme- 
diate pretty, with standard war 
game graphics, decent sound and 
a relatively easy to learn interface. 
When | picked it up, | had doubts 
as to my, am loud 
epithets i another 
of the li -d make- 
shift wa ngin Ithough 
| didn't , | didn't 
jump up and down hooting, either. 
V4V:GJS is pretty ho-hum, but 
then | didn't exactly like Risk, 
either. While | wouldn't sit and play 
this game for hours on end, | do 
know people who would. If you're 
a diehard wargamer, by all means 
get it. -Ted 


I've enjoyed the V4V games in the 
past, but GoldesJunosSword doesn't 
seem to capture me like past titles 
in the series have. Part of the rea- 
son may be that D-Day games and 
invasions of France have been 
done and i 


and it's d about 
covering n again 
Frankly, out bust- 


ing out 
usual, Th 
excellent job in capturing the 
essence of the conflict without pro- 
viding too many stumbling blocks. 
Movement and control are easy to 
learn, which | like. A solid engine 
that needs maybe a bit more spark 
to excite true veterans. -Steve 


[NTERACTEVE HORROR MOVIE 


er 90 minutes of captivating 
video and an original 
oundtrack draws you into 
the center of the action. 


Dracula is 
back, driven by 
revenge and a hunger for 
human blood. Follow a 
trail of vampire brides, 
corpses, and wolf tracks 
through the streets of London. 
You direct the drama, 
suspense, and passion as 
you are drawn into a world of evil 
where every decision and action you 
make is inextricably tied to the fates 
of those you love. 


p e eting scenes propel 
x F multiple pathways 
i nal confrontation. 


From the creators of 
Sherlock Holmes Consulting Detective™ 


ocd 


U N LYE A S 
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VIACO, 


NEW MEDIA 


® 
Contact your local retailer or call 1-800-877-4266. 


AVAILABLE ON CD-ROM FOR PC AND MAC 
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Street Fighter Il 


by Hi-Tech Expressions 
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386, 2 Meg RAM 

VGA, Hard Drive 

Sound Blaster and 

compatibles, Roland 

Joystick, Keyboard 
ati 


Sound Support: 


Controller: 


No. of Player: 1-2 Players 


Hi-Tech brings the smash arcade 
hit home to the PC. Street Fighter II 
features all the options available in 
the best-selling fighting game, such 
as VS. Battle Mode and all eight 
champions with all their special 
moves. This special home version 
can be customized in several differ- 
ent ways, including difficulty levels, 
time limits, control configurations, 
and handicapping in VS. Battle 
Mode. Each of the eight fighters 
have unique responses, timing, and 
Special moves. You can choose Ryu 
and his devastating Dragon punch, 
or perhaps Dhalsim with his inhu- 
man reach and mystical Yoga 
Flame. E. Honda and his Hundred 
Hand Slap awaits you, as does 
Zangief's Spinning Pile Driver and 
Ken's Hurricane Kick. Chun Li, the 
beast-like Blanka, and the merce- 
nary Guile are also in the race to 
defeat all other contestants and 
challenge the evil dictator M. Bison 
on his own turf. Street Fighter Il also 
brings the full sound and action from 
the arcade, in bright colors and 
stereo sound effects and music. 
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CUILE STAGE: 


fighters, handicap levels and a background. 


WEED ee D 


Some characters have superhuman skills, 
such as Ken's Ha-Do-Ken Fireball. 


Chun Li begins her powerful Lightning Kick 
combination as Blanka backs off. 


"T Pre ae TM 
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All the street fighters have special close 
attacks, as Blanka demonstrates. 


t 


KEN 
GUILE 
HONDA 
z IEF 
CHUN LI 
"DHALSIM 
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A full record is kept of wins and losses-rub 
your opponent's nose in his weaknesses. 


he arcade. Or, if you must play it 
at home, buy a home cartridge 
system and this game. While the 
graphics and sound are passable, 
he remaining good features of the 
original gamesere aipsent entirely. 


control semis intllilive. Admit- 
edly, POgGySIIEKS dømt have six 
buttons, but thaattenipted scheme 
|is embarrassingly poor. The key- 
| board scheme is worse than the 
joystick. In addition, the scrolling 
and action is painfully slow on a 
486, and game play is nerve-grind- 
ingly off-tempo. Thanks for trying, 
Hi-Tech, but you've made me hate 
my favorite arcade game. -Kevin 


Save your money and play SFII at | 


One of SFIS ood Points is that its | 


Having never played Street Fighter 
|I in the arcade, | can't say whether 
|the PC version is better or worse 
| than the arcade version. What | do 
| know, however, is that on a 386, 
the graphics were nice to look at, 
but that waggthe only4saying grace 
of this game. As | said, I’ve never 
played SEF H@fores yet Mmanaged 
to sit dOWhyand) beat my way all 
the way throügh MIBISOMIMN about 
25 minutes. Although I'm a big pro- 
ponent of RTFM, | didn't bother to 
look at the manual before | sat 
down and started playing. The 
game plays like it's wading in Jell- 
o on a 386, and the repetitive 
music beat on my head like a 
dwarf with an attitude. -Ted 


fi loved Street Fighter II in the 
arcade, but this isn’t SF2. It has 
the same characters and the same 
areas to fight in, but the control 
| leaves a lot to be desired. With a 
| two button joystick, you need to 
| hold up, down orsback to get a 
punch or Kick to worKy and the spe- 
cial MovgS @nesdarhy Bam impossi- 
ble to US@jwpaiticularlythe timed 
ones like Cuile suas kick or 
Zangief's spintting Diledriver. Fur- 
|ther, jumping over an opponent or 
| out of the way doesn't work here, 
since it takes so long to complete 
a jump that your enemy can get off 
two moves before you land. The 
technique that made the arcade 
game great isn’t here. Sad. -Steve 


It is vacation time . . . you can sit at 
home watching the grass grow or 
enter our world . . . LUCKY'S 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 
can "win", but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out in this state 
ofthe art experience of a lifetime. 


Games Included: 5 Different Pokers, 8 Different 
Slots (all completely different), Paigow, Bingo, 
Keno, Baccarat, 3 Different Video Pokers, Money 
Wheel, Blackjack, Casino, Craps, Red Dog, 
Roulette, Caribbean Stud (ALL REAL CASINO 
QUALITY) 

Supports All Major Sound Cards 

256 Spectacular Colors 

Tournament Play 

Scoring History 

640 x 400 VESA VBE 1.2 Compatible 

Three Week Adventures to experience 


Quantum Quality Productions, inc, 


The “Lucky’s Casino Adventure” 
computer game is for IBM PC. It can be 
obtained through your favorite retailer or 
call: 

1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 
Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 
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= King’s Table 
by Gametek 
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: GAME SPECS: 
Requirements: DOS 3.3 or better, 640K 


Sound Support: Sound Blaster, Ad Lib, 
f Roland 

Mouse (required 

| Available for: PC and compatibles 

| _Designéd by: Imagitee Design 

[ Distribyted by: Gametek_| 


Controller: 


Odin feared his fate at Ragnarok, 
the last battle of the Norse gods. To 
help avert his fate, he created King's 
Table. a strategy game that takes 
minutes to learn but years to master. 
Assuming human form, Odin 
descended to Earth to challenge 
twelve players of varying ability and 
style to help him learn the secrets of 
the game and avoid his final fate. 
King's Table is very simple to play. 
Simply move pieces along straight 
lines next to opponent pieces. If you 
surround an enemy pawn on oppo- 
site sides, you capture him. Odin, 
starting at the center of the board, 
must reach one of the four corner 
squares to escape his destiny. In 
Ragnarok, the full game, both sides 
are given four additional special 
pieces that have different movement 
styles and can be used strategically 
to capture enemy pieces. For the 
dark forces to win, Odin must be 
captured. For Odin to survive his 
coming battle, he must become a 
master at King's Table and Rag- 
narok. Can you help the king of the 
gods survive? 
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Odin’ s seame will Il help him feat how to 
avert Ragnarok. 


Challenge twelve different computer oppo- 
nents, each with their own style. 


Animated capture scenes show you the 
deaths of every piece. 


As Odin tries to move to the corner squares, 
the dark forces move in. 


A victory for the forces of darkness may 
seal Odin’s fate. 


L 


|The end of the world should be a 


| complex) board game, while Rag- 


, adds additional tactical flexibility. 


animations that occur during the 


| King's Table isn't really innovative 


little more exciting than this. King's 
Table is a basic (although tactically 


narok's addition of "name" pieces 


Both aremsolid immo brilliant 
engines Of GhesS-like strategy. 
Where this Patkage fails is in its 
attempts to match upH@ the whis- 
tles and DENS of iS competitors. 
The animations are cute-once. 
The interface during play is fine, 
but the main controls are poorly 
designed. Don't buy this game to 
be entertained in a whizzing, 
whirring multimedia manner. Buy it 
if you want a solid variant on 
chess-type board games. -Kevin 


King's Table i is interesting in terms 
of its basic play at the strategy 
level, but it tries to do too much 
with not enough. The little pop-up 


Ragnarok tournament are weak. 
Fortunatelymyouw canitifmthese off. 
Unfortunately, YOu cannot turn 
them off dufing a game also, there 
is no way 40 exit Æ Ragnarok tour- 
nament other than aiithiree finger 
salute, which is annoying at best, 
and evilly time-consuming at 
worst. | like the uncommon 
“demigod” pieces in Ragnarok 
play; they add an element of 
chance that is just threshold 


enough to make the game more 
interesting. -Ted 


3 prm 
King's Table tries a little too hard 
to be something it isn't. The basic 
game is very entertaining and 
interesting. While simple to figure 
out, there's a lot of strategy here. 
What bothers me is the attempt to 
make the«game cash»in on the 
success"0F Battle! Chess and simi- 
lar titles with)the“animated cap- 
tures. Th@ Gaptures*are kind of 
lame, and@ the Oppedent's face 
popping ‘tp after-every capture 
slows the game down. These addi- 
tions detract from the actual game. 
Luckily, they can be turned off. 


or exciting, but it is pretty fascinat- 
ing for anyone with a strategic 
bone in their body. _ -Steve 


The King is dead. His brother is 
returning from the crusades. The 
barons are vying for power. It is your 
job to challenge the rogue barons 
and bring the kingdom together. The 
others have made their stand. Now 
you must lead your troops to victory 
Over mountains, swamps, deserts, 
and through forests. You have the 
potential . . . it’s up to you and you 
alone. 


SUPERB GRAPHICS 

UP TO 4 PLAYERS 

SIMPLE AND INTUITIVE INTERFACE 

GREAT COMPUTER OPPONENT 

30 DIFFERENT OPTIONS FOR EACH GAME (You 
control it all) 

UNLIMITED VARIETY OF LAND TO CONQUER 
MANY TERRAIN TYPES (Effecting Production and 
Combat) 

HALL OF FAME 


Quantum Quality Pi@guctions, Inc. 


The “Heirs to the Throne” computer 

game is for IBM PC. It can be obtained 

through your favorite retailer or call: 
1-908-788-2799 

or by writing to: 

QQP—495 Highway 202 

Flemington, NJ 08822 

Copyright 1993 Q.Q.P. All rights 

reserved. IBM is a trademark of 

International Business Machines. 


FPS: Football Pro 
by Dynamix 


Graphics 
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Requirements: 386/25, 2 Meg RAM 
Hard Drive, VGA 
AdLib, Sound Blaster, 
Roland 


Sound Support: 


Dynamix expands their football 
engine with an NFLPA license and 
several new features aimed at 
attracting new players as well as 
satisfying old users of the previous 
version of FPS:FB. The new version 
includes an updated artificial intelli- 
gence, NFL player's names and sta- 
tistics, and better graphics and cus- 
tomization. This is built on an 
already powerful football engine 
which includes over 300 statistics 
categories tracked on leagues that 
can hold 28 full teams, totalling 1400 
players. Team management options 
include drafting, trading, substitution, 
injuries, and free agents. Players 
can lead their teams and leagues 
through unlimited consecutive sea- 
sons, with full career stats tracked, 
plus player aging, retirement, rookie 
draft and training camps. 
FPS:FBPro will also derive an All- 
Star team for an exhibition game. 
Coaching amenities include fully 
printable playbooks and the ability to 
choose action and coaching control 
at three levels, customizing player 
control at the desired level. 
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Animated scenes originate from footage of 
real players involved in crucial situations. 


| : | 
| 


pm feet IA | 
Digitized speech captures the voice of the 
referee while snow blankets the field. 


A fully customizable playbook begins with 
over 1000 stock plays. 


Da SF Dia: 


New play graphics include flips, spins and 
leaping catches as well as 10 view angles. 


Full NFL rosters and stats add a realistic 
background to both coaching and play. 


Welcome to the best football game 
available on the PC. The original 
kept me awake many a night, and 
the updates in this one answer 
minor quibbles. The graphics are 
unbeatable; the sound, wonderful. 
| The besisdann. thimgsabout the 
game, (thotshosi5 TtSestatistical 
engineang.óhangée s Training 
camp, aging rookie draft? If you 
don't play Gorse Gitive Seasons, 
filling in holes in your Tineup in the 
draft, shoring up slackers in train- 
ing camp, you're missing the full 
grandeur of this game. | can ignore 
the arcade elements, but they're 
there if you need them. This is the 
big time-if you want the best foot- 
ball game, get this one. -Kevin 


The most attractive aspect of this 
game to me was the variety of 
plays that are preset. | also like 
that you can design your own 
plays. Just like real football, you 
| have a limited time to select the 
play youswishsto salland this is 
the feature that! Gisiiked the most. 
I'm not mugh Of a football geek, so 
reading a playbogk is akimto trans- 
lating the/Nécronomié6n. If | could 
simply look through the playbook, 
and see how each play stacks up 
against a particular offensive or 
defensive strategy, | would be 
much happier with this game. The 
graphics are good and the sound 
is good, but game play is ham- 
pered by the game clock. -Ted 


| enjoyed the original FPS Foot- 
ball, so | had a good notion that 
this one would rank pretty high, 
too. It’s still a good game, although 
there are a number of problems 
| that need to be addressed. First, 
play callingsen.defensesis rather 
confusing except the basic 
mode, an@ thats childishly simple. 
| Second, shiervareade mode leaves a 
lot to betdéesired-Fogthe full effect 
of the gameplay ‘the complete 
seasons and run a team for sever- 
al years. This is where FPS Pro is 
the best. l'Il play around with this 
one just because it looks and 
sounds so pretty, as well as the 
| excellent attention to detail from 
| the Dynamix crew. -Steve 
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Seek out the seven secrets of life 
. ... Can you forge through the 
evil that lurks in the depths of the 
eerie dungeons, the ominous 
castle towers and the savage 
countryside? Play alone or with 
a partner. Simply, one fine 
adventure and role playing 
endeavor. 


MODEM PLAY 

1 OR 2 PLAYERS WORKING TOGETHER 
OR IN HEAD TO HEAD COMPETITION 
BREATHTAKING GRAPHICS 
FASCINATING ECONOMIC SYSTEM 
LARGE VARIETY OF MONSTER TYPES 
OVER 50 DUNGEON LEVELS 
AUTO-MAPPING FEATURE 


Ver WAN IL 


Y) LAGE 


The “Red Crystal: Seven Secrets of 
Life" is for the IBM PC. It can be 
obtained through your favorite 
retailer or ordered directly by 


calling: 
908-788-2799 
19939 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


Bl cor reviews 


Speed Racer 
by Accolade 
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Requirements: 386 or better , VGA, 


3MB RAM, hard drive 


Sound Support: Sound Blaster, AdLib 


No. of Players: 1-2 players/modem 


Accolade is finally shipping their 
much-anticipated Speed Racer 
game, subtitled “The Challenge of 
Racer X" (look for it in software 
stores near you!). Anyone born 
between about 1963 and 1973 will 
definitely remember Speed Racer as 
part of their Saturday morning (or 
after school) fun. For the great 
unwashed, however, here goes: 
Speed Racer was a hit cartoon show 
that featured a race car driver whose 
car (the Mach 5) had a special bag 
of tricks; in each episode, he would 
have to thwart another racer intent 
on doing someone harm. While most 
of the other drivers were evil, there 
were some drivers that Speed went 
up against who, though they were 
motivated by evil, also had a certain 
kind of honor. The game presents 
you with a series of challenges, the 
object being not to come in first 
(although its nice), but to beat your 
opponent to the finish line in order to 
thwart his evil plans. You can buy 
special gadgets before the begin- 
ning of each race to aid you in your 
goal. Go, Speed Racer, go! 
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“Speed, you can be a great racer, but you 
can also be a great man!” 


in Terror claims "I aw 
test driver in the whol 
t him fo the finish 
im wrong. . 


e freeways on the 
kiris of town without fi 


Captain Terror challenges you. Now it's 
time to put up or shut up. 


Catch and pass your goal car. If possible, 
jump and land on him to knock him out. 


Watch out for such obstacles as chasms 
and creeks. 


The whole Speed Racer gang is here for 
support, including Spritle and Chim-Chim. 


Seventies nostalgia meets 
Bump’n’Jump. | was enthralled at 
he theme song, loved the digitized 
speech bits, was awed by the car- 
oon clips, yawned at the game. 
Once again, software falls for the 
siren somgsoísiicensimg without 
hinking about the Necessary game 
behind the ljgense. Admittedly, the 
graphics ay@ Sound are sharp and 


|cartoonishe The episode setup of 


he various races did evoke early 
TV memories, as did the anima- 
ions of great Speed Racer foes. 
However, much like the old series, 
his only holds my attention for half 
an hour. There he goes, there 
goes Speed Racer... he’s a dud on 
disk. -Kevin 


| recall watching Speed Racer dur- 
ing that rather demented time of 
life known as the pre-teens. It was 
on after school, and | had to race 
home in order to catch it. This 
game is long on memories, but 
comes upyallittle sation. delivery. 
The graphi@syate Cartoony (no 
problem wifi that) Sandithe sound 
is great, butthe controMeaves a bit 
to be degifed (Keyboard works 
best). In each of the six different 
tracks, you get a different oppo- 
nent, but then the game is pretty 
much a time trial just like any other 
racing game. | have to admit, | was 
excited when | heard that Speed 
Racer was coming out, but that 
excitement has dimmed. -Ted 


Like many people, | grew up with 
Speed Racer, so this game brings 
back a lot of good memories. The 
digitized voice in the game really 
adds to it and makes it more fun to 
play, although | tend to get 
annoyed aisLuxe Whemyshe laughs 
at me. Phe Sey upfiS simple and 
the game is félatively easy to play 
with the k@yBoatdy @ne thing I'm 


| torn over iS the lack Of oherence 


to any physical laws inthe game. 
The Mach 5 bounces all over the 
place when you steer. While it 
does tend to hamper game play, it 
is also consistent with the cartoon 
show. As a racing game, it’s hard 
to recommend, but as a chunk of 
TV history, it's gold. -Steve 


The time: World War II 

The place: The South Pacific 
Wage war for the sole ownership 
of the South Pacific. Historically 
correct battles challenge all, to 
do better than the Navy did as 
it happened in WWII. Not only 
naval combat, but air and land 
combat. Create and transport 
armies to enemy ports through 
air, naval, and bombardments 
from your adversaries to take 
over their bases. 


MANY SCORCHING BATTLES TO 
CHOOSE FROM 

PLAY JAPANESE OR U.S. FORCES 
MODEM PLAY 

EXPERT MENUS OR NOVICE MENU 
SEVERAL LEVELS OF DIFFICULTY 
STUNNING HISTORICAL ACCURACY 
HUNDREDS OF SHIP AND PLANE 

TY 


PES 
INTUITIVE INTERFACE 


Quantum Quality Productions, [3 


ordered directly om canny: 
908-788-2799 
1993° Q.Q.P. All rights ri 
IBM is a trademark of Inte 
Business Machines. i 


Microsoft Arcade 
by Microsoft 


Overall G40/o 


Rating: 


gugggmum 


Intelligence 
Graphics 


Re 2MB RAM, Windows, VGA 
Sound Support: Sound Blaster 


No. of Player: 1-2 players 


GAME SPEC: 
ments: ^ 
il P. ; 
Dri 


Before Ninten- 
do, and home 
computers, peo- 
ple did their gam- 
ing in arcades. 
While everyone 
had their own per- 
sonal favorites, games like Battle- 
zone, Asteroids, Centipede, Missile 
Command and Tempest were 
instant classics everywhere, inspir- 
ing millions to part with hard-earned 
quarters for a few minutes of frantic 
action. Those five games are now 
available for play on the PC with 
Windows thanks to Microsoft 
Arcade. If you ever poured a fistful 
of quarters into a machine or wanted 
to feel that thrill of the high score 
music from Battlezone again, this 
Software package is made for you. 
The five games included are virtually 
perfect conversions from the arcade 
to Windows, complete with sound, 
graphics and game play. For the 
video game scholar, histories of 
each game are included as well as 
quotes from some of the notable 
developers of the time. 
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Break asteroids into smaller pieces with 
your ship's cannon. 


Only the faceplate is missing from this ver- 
sion of the classic Battlezone. 


Shooting body sections of the centipede 
breaks it into smaller bugs. 


zs | 
Nuclear destruction must be averted for 
your cities to survive Missile Command. 


Shoot at everything and dodge missiles in 
the increasingly difficult Tempest. 


| What can | say? Perfect. The origi- 
| nal arcade classics arrive at your | 
| home PC. The sound is flawless. 
He game play is flawless. The 
| feel is flawless. Now, by flawless, 
| of course, | mean perfectly accu- 
| rate to thesoriginalsslhisis art, not 
| games. (Astergids evokesdhe skat- 
| ing rink Wi tpyhomeOwn. All Bat- 
| tlezone laCKSiSethe funkyasmell of 
‘the headpiece. Tempest sorely 
| misses the original dial, but it's all 
| there. If you never played these, 
never sweated over them, never 
| dropped the quarter output of a 
entire U.S. Mint into these, you 
|can pass them by. But for those 
| who grew up in 80's arcades, here 
are the Dead Sea Scrolls. -Kevin 


| My fingers ache! These five games 
| are THE games to have if you're 
| running Windows. It's frightening 
that | repressed all my urges to 
play these games for the last how- 
ever many years. | still recall 
pumpingamiany.quarteiSsinto all of 
| these games) and\ new the thrill is 
| back. GUfmeat playing time has 
| already made Up fdr iNe Cost of the 
| software] and we Ve Only Had it for 
about three days. If you use Win- 
| dows at work, plan on staying late 
|a lot. If you use Windows at home, 
|plan on calling in sick a lot. 
Microsoft has hit gold on this one. 
These games are true to the 
arcade versions right down to the 
sounds and screens. -Ted 


Who woulda thunk it that one of 

my favorite games to come along 

is a bunch of retread classics port- 

ed onto Windows? Microsoft has 

| done an outstanding job with three 

| of my favorites, keeping everything 
| exactly likesiiewas insthe.arcade ten 
years ago and thfewing)in Cen- 
tipede andyMissiie Command for 
| good measure, The Conversions 
are perfeetgineeding Oniysthe Tem- 
| pest dial ofthe Battlezore binocu- 
lars to take me back to my youth. 
| Tempest is a beast to control with 
the mouse and still tough with the 
| keys. | hope Microsoft follows this 
| up with another featuring Defend- 
er, Donkey Kong, Pac-Man, Galax- 
| ian, Berserk,. . . -Steve 


Metamorphosis is the Shadowcaster’s Strength... 
And his Achilles’ Heel. 


Ea 


_«, s the Shadowcaster, you take on many forms in the 
(^! battle for survival. You're the resourceful human 
| adventurer, the fierce, six-limbed cat, the versatile, 
= flying dragon and others. 


But change comes at a price. In one form, you're quick and 
agile, but small and fragile. In another, you're a nearly 
indestructible giant, but ponderous and slow. You alter 
shapes at will - and each form unleashes new powers and 
reveals new vulnerabilities. 


The pace never falters in Shadowcaster, the unique new point-of- 
view action adventure from ORIGIN. You race through corridors 
lined with pulsing lights, and into chambers covered with sculpted 
faces in this smooth-scrolling, fun-filled odyssey. 


You discover magic, but you won't need to mix reagents or 
memorize spells. You weave your way through dungeons, caverns, 
castles and caves, but you won't have time to linger — the powerful 
and wicked lurk at every turn, just waiting for the chance to draw 
first blood. In the final battle, you challenge a being with powers 
that match (or surpass!) your own — and the irresistable force 
meets the immovable object. 


Designed by Raven?" Software 
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Actual screens may vary. 


An Electronic Arts® Company 


P.O. BOX 161750 AUSTIN, TX 78716 


~y ©Copyright 1993 ORIGIN Systems, Inc. Shadowcaster is a trademark of 

ORIGIN Systems, Inc. Raven is a trademark of Raven Software. Origin 
and We create worlds are registered trademarks of ORIGIN Systems, 
Inc. Electronic Arts is a registered trademark of Electronic Arts. 


Flightstick 


Pro 
by CH Products 


This joystick is so much more than 
a mere joystick. Three fire buttons, 
a four way switch, and trim and 
thrust controls allow this state of the 
art controller to practically fly your 
missions for you. Constructed of 
ABS plastic, Flightstick Pro will take 
even the most unwarranted abuse 
after you’ve accidentally rammed the 
Imperial Destroyer for the hundred- 
thousandth time, and the poten- 
tiometers are rated to 2 million life- 
cycles (by contrast, Space Invaders 
pots were rated to less than a million 
lifecycles, and you remember how 
much abuse that game took). 

Flightstick Pro plugs into any stan- 
dard IBM joystick port, and the man- 
ufacturers claim that all buttons will 
work instantly (which we verified). 
Included with the Flightstick Pro is a 
diskette which includes the neces- 
sary drivers for Microsoft Flight Sim- 
ulator, as well as test/diagnostic 
software for the stick. 


This is another solid product from 
CH. It feels good, and controls well. 
It was a little loose on the precision 
fine control (couldn't snipe as well 
as | wished on X-Wing), but kept a 
firm hagdlexonlyiag The Specialty 
control$ ake also Very nice, includ- 
ing the ‘@verpopular fourwWay hat. 
Nothing feels nicer thansner having 
to removesmy handS“ronmr the stick 
to fiddle with keyboard weaponry’ 


controls. The weight of the joystick 
was also nice, as | prefer holding it 
in my lap rather than on the table- 
top. The best feature, however, is 
the snap-fire front trigger. -Kevin 
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THE ULTIMATE 

COMBAT STICK 
FOR ALL IBM AND 
COMPATIBLE PC'S 


Powerful New Fee! M 


e Buttons, Tri 
du Throttle, Trims, 


Viewing and More 


Activate Wea) 
Controls 


5° Disk; Complete wit 
= Test and Diagnostic 
ivers 
Software, and Dr 
tor Microsoft Flight 
‘Simulator 


j| The Best Features 
3 ot FLIGHTSTICK 


fly the best! 


propacts 


It dices, it slices! Welcome the Flightstick Pro into your life, and it will respond with all 


the mind-numbing excitement only a world-class joystick can! 


Hummm, baby! This is an add-on 
peripheral that | liked a lot. | tested 
this out with X-Wing, and found it to 
be more than sufficient for the task. 
The grip is comfortable and well- 
designed and the, button layout is 
easy to Mach.) fhe Control in X- 
Wing was ‘Smooth, butt had to hold 
the base dowi with my other hand 
so it wouldntstide around. In most 
flight sims, this shouldn’t be a prob- 
lem, but for a combat-intensive 
game like X-Wing (which demands 
at least some attention to the key- 
board) it was a touch annoying. All 
in all, nice. -Ted 


Normally, | prefer smaller joysticks 
that | can hold with one hand and 
operate with the other, but the 
Flightstick Pro is an exception to the 
rule. The toggle switch is easy to 
access @nd the) additional buttons 
help virtlallyainy fliGAtsim become 
easier togplays hwould"Rave liked to 
have ba&mrablextotmakelthe control 
a little trgltemeose«oyslicks are a 
bane of my existence. Overall, the 
Pro is well designed and thought 
out, from the ergonomically 
designed stick to the seven-foot 
cord. It’s a keeper for almost any 
joystick game. -Steve 


THE WAR AGAINST THE KILRATHI RAGES ON. Md 
TO SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
To OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK. 


PRIVATEER - WHERE DEALS ARE MADE WITH A HANDSHAKE 
AND BROKEN BY A VOLLEY FROM*A MESON CANNON. 


9 " 


Privateer is a trademark of ORIGIN Systems, Inc. Wing Commander, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc. 
Copyright © 1993 ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems. 


by Digispeech 


Welcome yet another contender to 
the multi-billion dollar industry that 
has evolved to bring sound to your 
PC. Porteable Sound Plus promises 
16 Bit CD-quality music as an exter- 
nal plug-in adapter. This sleek little 
design simply pops into your LPT1 
port, residing in-line on your printer's 
communication cable. There is an 
"audio in" jack for recording directly 
from CDs or cassette players, a 
stereo "line out" jack for external 
powered speakers, and a micro- 
phone jack. Bundled with the unit is 
an external speaker with a built in 
microphone, all necessary cabling 
and software, a DC adapter, and a 
program called Show and Tell for 
Kids. Other bundled software is 
LotusSound (an OLE server for Win- 
dows 3.1) and WinReader for Win- 
dows 3.1(a text-to-speech utility). 

There is a price for portable sound 
if you want AdLib/Sound Blaster Zl 
compatibility: minimum system 
requirements are a 386 and at least 
2MB RAM. The software takes up 
just over 3MB of hard disk space, 
and if you're using a portable PC, 
you'll definitely want to invest in 
some batteries for the external 
speaker (six AA cells). 


COMPLETE EXTERNAL CD QU. 


MICROSOFT <3 


iN 
K oe m 
COARNE peech 
Sco we Digis h, 


a THE SOUND 


Port*able Sound Plus offers stereo or mono playback at 16 Bits, with sampling rates 
effectively across the entire range of human hearing. 


One should not compare this device 
o the big name sound systems-- 
hat is not its intent. This is an 
small, portable, external unit, for 
aptop users or those with only 
occasional US6 fOr Sount. For Win- 
dows, thiSliS»asgeod piece of hard- 
ware. Thesereme dea creme of 
DOS-based! sold entertainment, 
however, TéfisthiS"squeaking, crack- 
ing, and slowing down the action 
interminably. This is a good choice 
for the laptop user who rarely needs 
Sound, or a Windows guru who nev- 
er dreams of DOS. Other users 
should look elsewhere. -Kevin 


In a perfect world, installation soft- 
ware would ask if you would per- 
haps mind, even just a teensy bit, if 
it rewrote your autoexec.bat file. 
Alas, this is not a perfect world. In 
Windows this Cardéfan Very nicely 
with the applications We tested it on; 
with DOS applications hoWever, it 
tended tO Suck Up a\lofiof/processor 
time, making anything sound-inten- 
sive extremely slow and pokey. If 
you have a desktop system, buy an 
internal card. However, if you own a 
portable and use Windows fairly 
exclusively, this card would be a 
valid alternative. -Ted 


Sound Blaster this isn’t, but Sound 
Blaster this doesn’t try to be. For the 
user this product is aimed at, it’s a 
pretty good piece of hardware, 
allowing sound capabilities for virtu- 
ally any System? Snodd; t be used 
in place of AM inteihal Gard if you 
have a system that Gam hold one. 
The Porteable Sounds Plus does 
seem to lave a problem’ with soft- 
ware that’s sound intensive. It slows 
down the software and doesn’t 
always reproduce the sounds per- 
fectly. Still, for what it says it is and 
what it wants to be, it’s a pretty solid 
option. -Steve 
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e natural perspective. 
with EMS, S and all other com 
management syste! ; 
s E A. per 2. producing a richer, 
aster story in this luxurio usly detailed world! 


= oi 


Look for the new Pagan Clue Book! 


d trademarks of ORIG 


PC and 100% compatibl 


s, Inc. 


Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 


Sound Galaxy NX Pro 16 
by Aztech Labs 


The Sound Galaxy NX Pro 16 is a 
16-Bit stereo soundcard, sporting an 
array of notable features. In addition 
to supporting 5 separate sound stan- 
dards, there are two CD-ROM drive 
connectors (one for Mitsumi drives, 
one for Panasonic, although it will 
support Sony drives as 
well) plus a SCSI CD- 
ROM extension adap- 
ter. If you happen to 
enjoy playing older 
games that have no 
sound support other 
than the PC speaker, 
you’re in luck: Aztech 
Labs has thoughtfully 
provided a cable that 
connects the PC speak- 
er terminal on the moth- 
erboard to the 
SGNXP16. Add to this 
the headphones, micro- 
phone, and RCA cable 


microphone, a MIDI device or joy- 
stick, and an external sound source. 
Volume adjustment can be accom- 
plished either physically or through 
the supplied software. 

Speaking of software, bundled 
with the SGNXP16 are an FM stereo 
synth, an analog/digital mixer, a text- 
to-speech utility, a presentation 
development tool for Windows 3.1, 
Voyetra Jukebox for Windows, and 
an Audio Station, a hi-fi style control 


© 16-BIT Stereo Sound Card 
$ Supports 5 sound epum 
© Produces CD quality m 


bor Mitsumi, ee CD-ROM 


(to connect an external pn 
input device such as a 


ve and o puonal Sony AT-Hus 


panel to play CD audio, WAV and 
MIDI files. 

Base system requirements are 
minimal: 286 to 486DX machine, 
EGA or VGA card, 640K RAM, DOS 
3.0 or higher, and, optionally, Win- 
dows 3.1 (which you must have if 
you want to run the Windows soft- 
ware). Additionally, the card will 
occupy at least 3 IRQs and two 
addresses. All of your configuration 
options are saved to EEPROM. 


THE ONLY 16-BIT STEREO SOUND CARD THAT SUPPORTS 5 SOUND STANDARDS 


Supports AdLib, Sound Blaster Pro, Microsoft Windows Sound System, Covox Speech Thing and Disney Sound Source 


tape player), and you 
have a heavy hitter. 
External connections 


. b pilon to p parade to support SCSI 
„RO! 


. Üp te opion to support Wave 
Table-Synthesis 

@ Kane of Installation 

e MIDI V eA 


allow you to jack in 
external speakers, a 


It says something about the state of 
the sound board market when you 
start out a complimentary review 
with the words "Almost as good as 
Sound Blaster." But this board is, 

ary. The 


there were still a few E al 
changes, and a driver or two to 
load; but that's bliss compared to 
the silicon wrestling necessary to 
install many competitors. Aztech 


makes good stuff. -Kevin 
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$ Bundled Softw: 
e Microphone Ad Headphone 


l've been schmoozed by just about 
every kind of marketing trick in the 
book, and finally l've come across a 
product that lives up to its marketing 
team. | stripped our 486 of its Sound 


bonus, what I’m looking for in a 
sound board is SOUND. I play a lot 
of games, and games are (these 
days) incredibly sound-intensive. 


This board delivers. -Ted 


It looks like we have a winner here! 
Not much can compare to the high- 
water marks set by the SB Pro, but 
this board comes pretty close. It has 
a lot of nice features, which certain- 


music. | did experience a little fuzz 
in Windows, but nothing that 
stressed me too much. Anybody 
can talk a good game, but Aztech 
Labs brings home the goods with 
this one. -Steve 


thing you 
¢ pinball. 


Salk you love pinball, welcome to 
its next level. SILVERBALL is 
not a remake of authentic old- 
time classics; it's a collection of 
all new pinball games destined to 
be classics! Choose from 4 
tables with graphics so real you 
can almost get glass, superb 
voice and sound quality and 
multi-player capability for up to 4. 

With every option imaginable 
from ultimate flipper control to 
multi-ball and replay...complete 
with flashing lights, bonuses, 
buzzers and bells, it's like having 
your own personal performance 
machines right on your PC. 
SILVERBALL takes you where 
pinball couldn't go. 
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For information call Microleague 


1:.800-334-6572 WIGROLEAGUE 
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ViVa Maestro 16VR 


by Computer Peripherals 


The ViVa Maestro 16VR is a 16 Bit 
stereo sound/voice card that comes 
with a headphone/microphone head- 
set. It offers FM emulation, and is 
Sound Blaster and AdLib compati- 
ble. Connections on the board are 
standard (line in, line 
out, CD audio, and 
MIDI/joystick) with 
the notable excep- 
tion of a SCSI CD- 
ROM 50-pin connec- 
tor. It’s playback 
mode offers 8- or 16- 
Bit resolution with 8 
to 44.1 KHz sam- 
pling, effectively 
spanning the entire 
spectrum of human 
audible frequencies. 
Its digital-to-analog 
conversion produces 
less than one-tenth 
of one percent dis- 
tortion with a signal- 
to-noise ratio of 92 
dB (typical). 

Software bundled 
with the M16VR 
includes voice recog- 
nition software, Aria 
synthesizer with 


| dislike playing around with difficult 
hardware. Nothing ruins my day 
faster than fiddling with slots, argu- 
ing with IRQs and DMAs and jug- 


able. This board made Windows 
run with rocks in its shoes and DOS 
favorites sound like a record player 
with a bad needle. It’s stuff like this 
that gives home hardware installa- 


16 BI 


tion a bad name. -Kevin 


DSP (digital signal processing) con- 
troller and 32 voices, and a stereo 
digital/analog mixer. Several WAV 
and MIDI clips are provided which 
will help to reproduce some impres- 
sive sound effects. 

Hardware requirements are inten- 
Sive, so pay attention: you need a 
386SX through 486DX, DOS 3.1 or 
better, a VGA graphics adapter, 
2MB RAM on-board, mouse, and at 


STEREO SO 


* 32 Voice Synthesizer 


* DSP Wave Table Synthesis 
(Real Sampled Instruments) 


least a 30MB hard drive. The Mae- 
stro 16VR also occupies many of 
your system's hardware and soft- 
ware interrupts, and squeezes you 
for four of your I/O addresses. 
Inside your machine, you'll need a 
full-length 16-Bit card slot free for 
installation. Furthermore, if you want 
to install the Windows applications 
and soundboard drivers, you'll need 
Windows 3.1. 


Recognition 


Voice Controlled Commands 
Sound Blaster and AdLib Compatible 


* 44KHz Record/Playback 


* CD ROM SCSI Port 


* MIDI/Game Port 


Cladaptec: 
Includes: 
EZ-SCSI Interface 


Value 


Supports both DOS and Windows Environments 


COMPUTER PERIPHERALS. INC” ez 


How many ways can you say “bad?” 
I’m thinking of taking courses in oth- 
er languages so | can fully describe 
the abyss of pitifulness that is this 
board. The software rewrote my 
autoexe nf and sys- 
to ask if | 
rface is 

f CSI CD- 

o al volume 
control, and its SB compatibility 
sounded tinny. Windows applica- 
tions became jerky. Once installed, 
Star Control 2 refused to load, and 
all attempts to load the drivers into 
upper memory failed. -Ted 


This board was something more 
than a disappointment to me. I’ve 
played around with the voice recog- 
nition involved with the Aria chipset 
before, and l've found it pretty 
though, it 
difficulty. 
f our files, 

indows, 
gly tinny 
when played on some DOS titles. 
The main problem here, though, is 
that the darn thing is a royal beast 
to install. Hardware ought to be lock 
and load as much as possible, and 
this certainly isn’t. -Steve 
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Level solver & 
Secret yn e 224 unique 


ublished by MicroLe 
Developed by 


pic MegaGames 


To receive a free MicroLeague Catalog or to find the dealer nearest you call: 


University Office Plaza * Bellevue E e 19702 


Aecessontes Add) 


Empire Deluxe Scenarios 
by New World Computing 


You might think you're pretty 
tough, what with taking over the 
world in Empire Deluxe, but that's 
only because you haven't met the 
real challenge yet. New World 
Computing introduces a set of cam- 
paigns designed to give your military 


E eT 
lispro Orbe Commands Bingley 


Innisbrook: 


Copperhead Course 
by Access 


The Innisbrook courses of Tarpon 
Springs, FL are some of the greatest 
golf treasures in the country. Laid 
out on 1,000 acres, 63 holes wind 
through the hills and forest. Three of 
the courses here are championship 
quality, and most would agree that 
Copperhead is the best of them all. 

This course has been ranked by 
Golf Digest as one of America’s 
best, it has been Florida’s top 
course for six consecutive years 


tU Pi Sher 
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machine fits. This scenario package 
contains over forty unique scenarios, 
several designed by some of the big 
names in computer gaming. 
Everything from huge battles for 
world domination to minor border 
clashes are included. Try your hand 
at historical missions like the 
American Civil War, the Bolshevik 
Revolution and Desert Storm, or try 
for all the marbles in the 
j Conquer the Earth scenario. 
| Other scenarios include Big X 
| One, Invasion U.S.A. and the 
| interesting Of Oil, Mighty 
| Kings, Emirs and Ayatollahs. 
Among those who designed 
I scenarios for New World are 
©) Will Wright, the designer of 
SimCity, Trevor Sorensen, 
| the designer or the Star Fleet 
| series and Don Gilman, the 
architect of the Harpoon 


according to Golfweek, and is cur- 
rently the site of the J. C. Penney 
classic. 

The Copperhead course covers 
just over 7,000 yards of Florida 
countryside. The entire course has 
now been painstakingly reproduced 
for play on Links, Links 386 Pro and 
Microsoft Golf, thanks to Access 
Software. Now you can have the fun 
and challenge of playing one of the 
best courses in the United States at 
any time of the year without travel- 
ling to Florida. 

Copperhead continues the excel- 
lent tradition of Access courses for 


Series. Included in the manual are 
comments from each of the scenario 
designers. 

Special tools enhance this current 
incarnation of Empire Deluxe. The 
EMPSTATES.EXE (EMPSTATW 
.EXE for Windows) command gives 
you statistics about each scenario, 
while a randomizer will randomly 
select a map for your new cam- 
paign. Here's a whole new way to 
dominate the world! 


TECH SPECS 
Drive Space: 
Requires: 


the Links series, providing the player 
with magnificent views of the course 
as well as richly detailed and accu- 
rate action. Novices, be warned! 
Beneath the beautiful exterior, 
Copperhead is a dangerous viper 
ready and able to strike at any time! 
Give your silicon clubs a workout 
with this new disk. 
— 


d m” a | 
TECH SPECS 


Developer: 


Drive Space 
5 


$29.9 


Requires: 


Links 386/Microsoft Golf 


Animated Screen 


Saver Pak 
by Villa Crespo 


Monitor burn-in is a serious prob- 
lem. While it might not sound so bad 
to have a particular image perma- 
nently a part of your monitor, this 
problem can be serious enough to 
cause you to buy a new monitor. 
Since not everyone is made of 
money, a little insurance would go a 
long way, right? 

No one ever said that protecting 
your monitor from burn-in couldn't 
be fun, though. The new Home and 
Office Essentials series from Villa 
Crespo features the Animated 
Screen Saver Pak. This new pack- 
age contains fifteen different screen 
savers for Windows designed not 


Lexicon 
by Villa Crespo 


Lots of people use Windows these 
days, but seeing the same thing day 
after day can get kind of dull. Why 
not liven up your desktop by giving it 
a whole new look? With Lexicon, 
you have over 1,500 different new 
icons to liven up the view of your 
Windows desktop. 

Like the Animated Screen Saver 
Pak, Lexicon is a part of Villa 
Crespo’s new Home & Office 
Essentials series of software pack- 
ages. Designed to be simple to 
operate, inexpensive and high in 
quality, this series consists of pro- 
ductivity packages and the like to 
help you get more out of your time 
spent with the computer. The soft- 
ware is easy to install and even eas- 
ier to use. For Windows beginners, 
extensive on-line helps are included 
to help you place the right icon in the 
right spot. 

Included in the package are flags, 
state shapes, computer equipment, 
desktop items, software, logos and 
much more. 

Perhaps the most exciting feature 
of Lexicon is the mini paint program 
included that allows you to easily 


only to save your monitor but to give 
you a laugh as well. 

Among the screen savers avail- 
able are Cathedral, a stained glass- 
like pattern of shifting colors, Ice 
Cleaner, where a Zamboni wipes the 
image from the screen, Launcher, 
which features an appearance of a 
space shuttle, and more. 

Set up and installation from 
Windows is remarkably easy. Simply 
pop in the disk and run the com- 
mand. Choosing the screen saver 
you wish to display is also easy to 
do with the simple to access and 
understand menus. If you have a 
problem with other people using 
your system, a password feature is 
included to protect you from having 
someone change your screen saver. 
Add to the life of your monitor with 
this new package! 


create, save and use your own 
icons. Ever want to see what the 
United States flag would look like 
with pink and green stripes? A cou- 
ple of clicks of the mouse button is 
all it takes to give the icons included 
a brand-new look or to create excit- 
ing shapes and designs on your 
own. 

Give your PC a whole new image 
with Lexicon from Villa Crespo! 


TECH SPECS 
Formats: | ^ ^ PC/Windows} 


Less than 1 Meg 


Add'! Hard 
Drive Space: 
Retail Price: $14.9 


Toi Windows 


TECH SPECS 
Formats: 
Less than 1 Meg 
Drive Spac 


Retail Price: $14.95 


^ 


It's been a big month for 
Macintosh products. First of all, 
Interplay has released Star Trek: 
25th Anniversary for the Mac. This 
game features the original crew of 
the Enterprise on a series of adven- 
tures taking place throughout the 
galaxy. 

Also new for the Mac is Oh No, 
More Lemmings! from Psygnosis. 
The loveable but lame-brained little 
critters now have dozens of new 
perplexing levels to tease your brain 
and bring you headaches. Only true 
Lemmings masters will beat them 
all. 

Third, Broderbund has released 
Where in the U.S.A. is Carmen 
Sandiego for Mac. Hunt for Carmen 
and her gang in various spots 
around the country, learning about 
geography as you go. 

Finally, Davidson has just released 
Zookeeper, also for the Macintosh. 
In this title, you must run the zoo, 
keeping the habitats of the animals 
clean and healthy. 

That wraps it for this month. Tune 
in again in 30 days for more conver- 


sions. ; 
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Real Ordinary 


There's more to games - 
than a mouth that sort of SS 
moves or tinny sound. Now 
theres a new way to play PC 
games that's just like sitting 
in a theater controlling the 
action with your joystick. a 
Its ReelMagic; the r 
new MPEG playback 
adapter. Available only 
from Sigma Designs. This 


| ACTIVision | © SIERRA 


oe" incredible add-in 
See board brings the 
next generation of CD- 
ROM games to your PC 
bigger than life. 

Say adios to wimpy 
. graphics. 
. Herky-jerky 
| movement. 
Get the full-blown multimedia kit, or spring for Bo dus Soun d. 
just the board if you already have the rest of he gear. And ph ony 


LE S 


entertainment 


Discover the new generation of ReelMagic games from these manufacturers, and look far more exciting titles coming soon. 


ReelMagic 


Why settle for a mere 
256 colors, offered by current PC games, when 
ReelMagic gives you theater-quality graphics 
with over 32,000? 


scenarios.ReelMagic 
pumps up the reality 
meter so you can crank 
up the fantasy. 

We've also included 
Activision's Return to Zork to 
experience the excitement 


wm Of full motion 
video now. 
== —_ {t's not real unless 


RedMagicadapter its ReelMagic. Call 
1-800-845-8086 ext. 310 for a 
dealer demo near you. Or you can 
stick with real ordinary. Oh joy! 


: SIGMA 
Only ReelMagic Makes It Real. 


CD-quality sound that plays Sound Blaster" 
and Windows" compatible software. The 8-bit 
audio you're used to just doesn't compare. 


ReelMagic-compatible 
games run at 30 frames-per-second, 

TRUE full-motion, so you avoid jerky, 
blocky images. 


Now you 
can get theater-quality video in a 
full-screen image for a realistic, 
movie-like experience. 


7 
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Flags of Every Nation 
by Villa Crespo 


Every nation, state and world 
organization identifies itself by its 
flag or banner, but how many of 
those flags can you identify? Flags 
of Every Nation includes pictures of 
nearly 200 flags of countries all over 
the world, all fifty states and over 
400 special flags like NATO and the 
Olympic flags to test your memory 
and help improve your geography 
skills. 

The controls of Flags of Every 
Nation are easy to use. Just point to 
the country whose flag you wish to 
see and click the mouse button. 
Page through them in order or click 
different countries all over the world. 


When you think you're a pro at spot- 
ting unusual banners, try your hand 
at the trivia contests, each with a 
selectable difficulty level. Only the 
most advanced flag students will 
succeed at the Super Quiz, involving 
over 650 different banners! 


Adventure Math 


by Villa Crespo 


Math is often one of the most diffi- 
cult subjects for any student to learn, 
but it doesn’t have to be! With 

Adventure Math, learning addition, 
subtraction, multiplication and divi- 
sion is easy and fun. Choose your 


answer the questions. Whether 
you're right or wrong, you'll get digi- 
tized voices helping you along. Print 
out report cards, keep track of 
Scores and more with this easy-to- 
use edutainment product designed 


make math fun. 


View hundreds of flags from all over the 
world with Flags of Every Nation. 


Once you've passed a test, you'll 
move on to the arcade section. 
Here, you must dodge enemies 
while firing at the box that contains 
the correct answer to the math prob- 


lem on the screen. It takes both 
quick wits and quick reflexes to sur- 
vive here. For each right answer, 
you'll be given more energy to con- 
tinue. Wrong answers and hits from 
the enemies will bring your game to 
an end! ` 


MATURE LEVEL 


Blair the Rich Gin m in the Law’ — n the Sales Rep Quinn the Anchorwoman Kellie the Psychologist 


An interactive CD-ROM social adventure. 


Available aur local software dealer or order direct 1.800.644.9283 ee 


Man Fonmah k a tadak of Tamani Media. lac. C Tamemi Media. loc, 1993 EEA eer 
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* "Charlie, Charlie, ute cat play ball" 


" said Ziater. “1 will kick the ball to you * "m 


TECH SPECS 


Developer: Sierra 


Formats: PC / compatibles 
Graphics: VGA, EGA 


Most sound boards 


Available: 
[4 Retail Price: $49.95 


© Slater and Charlie want to go camping. © Ginter helped Charlie with the tent, 
" rl - i5 


Memey ja à computer pert that stares 
infornstión. There are reatiy tue types 
ot memey The first is permanent nonam) 
where your computer stores contain 
fofornmtion that 1 wes a the tine: 


heeds to raw certain sof tudes such #6 a 
game or deci peonenn. 


and puz 
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TI 
Formats: PC / compatibles 
5 


7 and up Ae ila ol otka ection” 
[gru = =. Now Fer yr comet 
Retail Price: $39.9 
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JUP LANE 
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QUICKEN 
FOR DOS 
NEW VERSION 7.0! 

$397 


SEE PAGE 19 FOR DETAILS! 


FOR WINDOWS 


QUICKEN 


FOR WINDOWS 
NEW VERSION 3.0! 


$39” 


SEE PAGE 19 FOR DETAILS! 


Organizes 
Finances 
Painlessly 


Federer nO DOS 6.0 


ppc MS DOS 07 “ $ PONE EE aiei NSSS 


‘ t$ The MS DOS, 6 Upgrade i is the easy way d 

à todouble your hard disk} Itoffers fea- S | NS 
"ve /. tures that protect your ‘data and free u 
E Mire z j m more memory for your MS-E DOS-base R 


: b] n aA plications. The built in Anti- Virus pros z 
` What J Ins “tle. _ tects your data by detecting and remov- : 


|! g viruses while DoubleSpace, the inte- 
-  CONTENTS/MS DOS 6:0.. 2 bM disk-compression feature, makes. 
' PC ENTERTAINMENT. 


' * PC ACCESSORIES... 

| PC EDUTAINMENT .... 
Ms CDROM..........-..- 

f PC FAMILY WORKS .. 

PC PERSONAL PRODUCTIVITY 

PC PRODUCTIVITY... 


Es RA a 


3 it a cinch to increase hard drive Space 

8 © without having to think aboutitlDeletea'  : 
„file you.didn't want deleted? No problem! ~ 
* Just uséU ndelete to recover deleted: de he 
files'and directories with three lévels c a 

delete. protection! An just to be safe, * 

use the new Backup to safeguard all 

your important data! These todlscome — ^ 

„in two versions- DOS or Windows! Use ` 


a 


‘the! version that's easiest for [y z MERE MNT 
ÌBM Business -4 `. "o d s ew i 
Also ayailabl in 5.25" format —'4ge "49" i 
MET WEM o $ am s 
' M i EON 
(x LET a = sà 


FREE GAMES! EU Bice 
ONLY AT EB! — Cae 


— 


"E . BB Special Upgrade Offer 
= special Upgrade e lor Users of Lotus Works PFS: 
.A Uno Lotus WE First e hoice, and Mierosert 
1 and Microsoft E ues c "DS 
Vision. X Oar Eater 
A Pl Ae The Tools That Help You Run Your Growing Business 
eo: z m SU. Date 1 , n 
` A Vd ELA. 
ace ae > e£ qa euer * '''MicRosoFr . 
`» PUBLISHER 2.0 FOR WINDOWS - p L 4. 0 UPGRADE OFFER: i wo RKS FOR ia. 
~ © Publisher 2.0 gives you the power ofa -£ 'Us f Excel 3.0, Lotus 1- 2-3; Quattro ' lorks for Windows, provides éssen- 
a ll-featured desktop publishing eni Pro Pow tial Sore ia programs he business tools youneed to. run your ` 
XN e the tools to: create attractive utput | can take advantage of this special offer, | ‘gr ing business. Use,Works to write ^ — 
, injusta few easy steps. Includes intera ` 4 E Excel! Get on top of things and . réports , Calculate. NUS US máil- . 
3° œ active’Page Wizard peslgn essistancel N upgrade to Excel 4.0! ' Hd + ing lists, UN E and diagra 
"t IBM Business" $ 9 _ IBM acer o * M 99 * IBM Business s * 9" 
poem , 9" " Mt mme vn. 
eoa į it a * RM : 
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t 
4 
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PC Entertainment 


TSUNAMI 


BLUE FORCE 


As‘Jake Ryan, rookie motorcycle cop, 
you are out to solve the mysterious.mur- 
der of your parents. Teamed with your 
father's partner you set out to.unravel 
the mystery and exact revenge! 


IBM Entertainment :549?? 
Also available on IBM QD Rom 

ELECTRONIC ARTS 

HOCKEY '94 

Cut ice:and watch out for that high stick- 
ing as you jockey for the ultimate goal- 
scoring position in this exciting NHL sim- 
ulation! Choose your teams and face off 
against the opponent! ^ 


IBM Entertainment s49 


ELECTRONIC ARTS 

KASPAROV’S GAMBIT 

Nerves ofisteel and supreme patience 
are your battlemates as you take it to the 
chessboard and make'the moves to win 
in this World Championship Chess 
game! 


IBM Entertainment 544? 


MAXIS 

SIMANT 

Ever wonder what it would be like to be 
caught underfoot.on the sidewalk or 
seared with a magnifying glass? Now's 
your chance as you guide a black ant 
colony on its backyard conquest! 


IBM Entertainment s3 4?? 


maxis 
SIMLIFE 


Explore the-wonders of the,world as you 
struggle to create and sustaimlifel This 
simulation puts you in biogenetic control 
as you create, breed and mutate*hew, 
and miraculous species of life! 


JBM Entertainment s3 g” 


Also available in 5.25" format — "34% 


MAXIS 

SIMFARM 

Go down on the farm-and learn what 
works and doesn’twork! Expérience 
everything real farmers do, including 
nasty droughts and floods! Learn all 

about pesticides and locusts! 


IBM Entertainment. $ 3 4? 


We will match any 
focal competitor's 


Taken Every Day 


MICROSOFT 

FLIGHT SIMULATOR 5.0 
Microsoft pioneered the computer Flight 
Simulator and now it’s even better! 
Experience the thrill of flying and the dif* 
ficulties and challenges real pilots face 


everyday! 
$49” 


IBM Entertainment 


MICROSOFT 
ARCADE 

Tired:of slaving all day on boring work? 
If so, takea break and play these excit- 
ing,arcade titles from yesteryear! Make 
boulder dust in Asteroids, save the plan- 
et in Missile Command, and much more! 


IBM Entertainment $ 2 9” 


For the Store 
4 Nearest You, 


Microsoft Brings 
Entertainment Home to EB! 


Scenery Enhancement for Microsoft Hight Simulator. 


MICROSOFT 
PARIS SCENERY 

This scenery enhancement for Flight 
Simulator is a realistic representation of 
Paris and it'ssnearby environs! Do a flyby 
of the Arc D’Triumph and wave your 
wings at the tourist-covered Eiffel Tower! 


1BM Entertainment $ 2 9?? 


Scenery Enhancement for Microsoft Fight Simulator 


MICROSOFT 
NEW YORK-SCENERY 

See the Big Apple as you've never seen 
it before- from the pilot's seat of your 
Flight Simulator! All the cabs, buses and 
grafitti are here along with realistic rep- 
resentations of Kennedy Airport! 


IBM Entertainment $ 2 9” 


ORIGIN 
SHADOWCASTER 

Morph at will in this exciting adventure 
game! Choose one of six forms- feline, 
floating eye, gremlin, frogman, flame 
lizard and terramental- and take advan- 
tage of each one's special abilities! 


59” 


IBM Entertainment 


ORIGIN 
WING COMMANDER ACADEMY 

In this. custom mission simulator you get 

to design and fly unique combat, rescue 
andisearch and retrieval missions from 

the Cybetschool’s ‘holographic simulator! + 
Improved:graphics and killer music! 


IBM Entertainment $ 3 9” 


CALL 1-800-800-5166 


PC Entertainment 


SOFTWARE TOOLWORKS 


CHESSMASTER 4000 TURBO 
You'llnever get bored playing.chess 
again! The Chessmaster 4000 Turbo is 
powered by the chess engine-that won 
the 1992 World Computer Chess ^ 
Championships in, Madrid! 


IBM Entertainment $3 9” 


QQGP 


THE RED CRYSTAL 

Itis up to you to discover the "Seven 
Secrets of Life" in this thrilling dungeon 
adventure! Wield your mighty sword well 
and you just might be able to conquer 
the legions of undead'in your way! 


IBM Entertainment sgg” 


SILVERSUN 


CROSSWIRE 

In this brain-sweating knowledge con- 
nection game you must use your mouse 
to.connect the clues in one column with 
the matching clue in the other! Easy to 
learn, challenging to master! 


IBM Entertainment $ 2 4? 


MICROLEAGUE 


BRIX 

Digitized sound, lava pools, laser sen- 
tries, teleporters and more combine to 
make a simple brick matching and stack- 
ing game a delightful challenge! Includes 
224 levels and a level editor! 


IBM Entertainment $3 4” 


MINDCRAFT 

STRIKE SQUAD . 

Choose from thirty:mercenaries of nine 
races to create your Strike Squad! Your 
mission is to take Out the insectoid 
K'kistiks with your array of super 
weapons, all to a pulsing soundtrack! 


IBM Entértainment $ 4 4? 


SSI 


DARK SUN 

Role-play in the fantastic world of Dark 
Sun, based on Advanced Dungeons and 
Dragons! Escape.the.slave pits and 
combine your forces to destroy the evil 
sorcerer-king's army! 


IBM Entertainment, $ 5 9” 


price on any item 
we have in stock. 
Restrictions may apply. 
‘ask tor details: 


"Markdowns 
Taken Every Day 


match any 


i Competitor's 
price on any item 
we have in stock. 


IDP SOFTWARE 


THE STRATEGY GAME 

Thirty-three possible oucomes await you 
as you attempt to revitalize Medtech, a 
troubled $150. million company. As CEO, 
you have to make the tough choices to 
achieve the pinnacle of success! 


IBM Entertainment $ 2 9” 


INTERPLAY 

ALONE IN THE DARK 

A chilling 3-D foray into the macabre 
mansion of Derceto, the legendary 
Louisiana haunt! Chilling Horror and 
blood curdling animation await you in 
this H.P. Lovecraft inspired horrorfest! 


IBM Entertainment sgg 


Also available on IBM CD Rom! 


For the Store 
Nearest You, 


INTERPLAY 


THE LOST VIKINGS 

Help Erik the Swift, Baleog the Fierce 
and Olaf the Stout find their way home 
after they get sucked into an alien 
spaceship! Each door leads you to a dif- 


ferent era in time! 
29” 


IBM Entertainment 


NY Boy « 


"IY 


VIRGIN GAMES 

LANDS OF LORE 

Battle horrifying monsters as you fight 
for control of the Throne of Chaos.in this 
richly detailed adventure game! Chock 
full of great sound effects and brilliantly 


colorful artwork! 
44? 


IBM Compatible 


CALL 1-800-800-5166 


PC — 


“COMING IN 
NOVEMBER! 


INTERPLAY 


STAR TREK: JUDGMENT RITES 
Join the original crew of the starship 
Enterprise as they. face new and exciting 
adventures deep in space! Help Kirk and 
Spock make the right choices in 
Judgment Rites! A must for-Trek fans! 


IBM Entertainment sgg? 


NEW WORLD COMPUTING: . 

EMPIRE DELUXE SCENARIOS 
These intense scenarios will challenge 
your strategy skills as;you go up against 
dictators like Saddam Hussein, conquer 
the sea, and forge new empires. Try to 
conquer the. Earth, we dare you! 


IBM Entertainment $ 21 99 


Photo w/Empire Deluxe'also available: *341t 


Prepurchase your copy & get 
Star Trek Collector's Pint . 


PC Entertainment _.», 


HI TECH 

STREET FIGHTER II 

The baddest brawl of them all'is now on 
the PC! All the arcade action is here as 
you battle it out as one of eight intensely 
wild street fighters! Choose your champi- 
on and fill out that,blood donor.card! 


IBM Entertainment s3 4” 
DYNAMIX 


THE “EVEN MORE” INCREDIBLE MACHINE 
Nothing could be nuttier than The 
Incredible Machine, right? Wrong! The 
laugh-riot is back as ThesEven More” 
Incredible Machine. All new objects are 


yours for the placing! ^ 
i34" 


IBM Entertainment 


LUCAS ARTS 

DAY OF THE TENTACLE 

Dr. Fred'Smutated purple tentacle is out 
to take over the world and only you can 

stop him! Travel through time with three 

outrageous characters in this wacky car- 


toon-style adventure! 
s44” 


IBM Entertainment 


Afso'&yallable on IBM CD Rom 


LUCAS ARTS 
AIR COMBAT CLASSICS 


Test your combat skills as you dogfight 
through three of Lucas Arts' finest air 

combat classics! Includes Battlehawks 
1942, Secret Weapons of the Luftwaffe 


and Their Finest Hour. 
44" 


IBM Entertainment 


SSG 

WARLORDS II 

The classic-game of fantastic medieval 

conquest is back;.better than ever! The 

new Version includes random worlds for 
more playability, exciting quests hidden 


maps and new, army types! 
sag” 


IBM Entertainment 


MICRO PROSE 


MASTER OF ORION 

As the Master of Orion, you have the 
power to build an empire than could 
Span the entire galaxy! Plenty of diplo- 
matic intrigue-and high space adventure 
to keep you occupied forever! 


IBM Entertainment, 544?? 
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GIVEAWAY! 


See page 2 in the 
video game catalog for details. 
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MERIT 


TOM LANDRY FOOTBALL 

This new-Deluxe Addition offers more 
strategy advice from Landry himself, a 
league editor, season play and new 
offensive and defensive formations! Play 
against the computer or your friends! 


IBM Entertainment s34” 


‘BLASTER 
z Pro 


PRECISION JOYSTICK mm 
> IBM COMPATIBLE 


> TWO FIRE.BUTTONS FOR LEFT 
OR RIGHT HANDED PLAYERS 7 
> 5 YEAR WARRANTY 


=~ 
— 


SUNCOM 


FX 2000 
Get the FX 2000 and you've got your 
hands on the ultimate flight control stick 
for your PC! Take control with switchable 
fire.buttons, on command auto-fire, throt- 
tle.control and advanced ergonomics! 


34" 


PC Accessories 


For the Store 
Nearest You, 


CALL 1-800-800-5166 


PC Accessories 


CREATIVE LABS 


SOUND BLASTER 16 

With Sound Blaster 16 you get 16-bit 
stereo CD sound, software-based audio 
compression and tons of free programs, 
including Creative Wavestudio, HSC 
Interactive, PC Animate Plus and more! 


‘204” 
CREATIVE LABS 


SOUND BLASTER PRO DELUXE 
Get all the sound action of the basic 8-bit 
board plus a:plethora of incredible soft- 
ware including Creative Talking 
Scheduler, SBTalker and the artificial 
intelligence-based Dr. Sbaitso! 


3109? 
MEDIAVISION 


PRO AUDIO SPECTRUM BASIC 
Add the Pro Audio board to your PC and 
get instant CD Quality 16-bit sound! This 
board is 10096 Sound Blaster compatible 
and comes bundled with software includ- 
ing Trackblaster Pro and Pocket Mixer! 


159” 


Pc Accessories 


PC Accessories 


PC Accessories 


SIERRA 
IMAGINATION 

Get online and into Sierra’s 
ImagiNATION, a virtual. community and 
cyberspace theme park! Play a multitude 
of games, including Red Baron, against 
real people or just chat with your friends! 


$47” 


PC accessories 


GRAVIS 
ULTRASOUND 


CD quality sound for your PC! Now you 
can.add unheard of audio realism to 
your games and presentations! 
UltraSound uses advanced sound tech- 
nology to enhance your IBM compatible. 


PC Accessories $ 15 4?? 


EB/KRAFT 


TEMPEST II 


This no-compromise analog joystick gets 
you into the action! Use it with your 
favorite PC games and enjoy its free- 
floating and spring centered operating 


modes! 
21” 


PC Accessories 
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PC Edutainment 


IMAGESMITH 


PEANUTS: YEARN TO LEARN 
Snoopy and the Peanuts Gang invite 
you to join them in five great activities. 
Learn and practice Math, Geography, 
Reading, Coloring and have fun too! 
Increasing levels challenge kids! 


Education $ 3 9” 


CLIFF'S STUDYWARE 
SAT 


Study your way right into super scores 
and a great college education with this 
interactive study program. from educa- 
tional leaders Cliff s Studyware. No time 
like the present to prepare for the future. 


Education $ 3 4” 


ARK MULTIMEDIA 


DINO PAINT & LEARN 

Bring the dinosaurs back to life with Dino 
Paint and Learn! Color them with more 
than 2,500 color combinations and hear 
them roar and growl in crisp digital 
sounds! Designed especially for kids! 


Education $ 21 99 


MECC 

DINO PARK TYCOON 

Build a thriving dinosaur amusement 
park in this great simulation game! 
You're in control! Shop Dino City for 
prime Dino specimens and hit the auc- 
tions to build up inventory! 


Education $3 4” 


MECC 


AMAZON TRAIL 


Get ready for the adventure of a lifetime 

as you make your way up the Amazon in 
3-D! Find the plant that will save the hid- 
den Inca village and explore the rainfor- 

est on the way! 


Education $ 3 9” 


MECC 

MY OWN STORIES 

Choose from thousands of graphics, 
images and sounds and then add your 
own text to create you very own story! 
You can even publish them by printing 
the finished work to your printer! 


Education $ 2 9” 
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MATH BLASTER: 
In Search of Spot 


DAVIDSON 

MATH BLASTER: IN SEARCH OF SPOT 
Math Blaster skillfully combines: learning 
and fun! Help Math Blaster save Spot 
from the evil Trash Alien by solving math 
problems! An easy-to-use editor lets you 
customize sets of math problems! 


$39” 


Education 


IMPRESSIONS 
MY FIRST WORLD ATLAS 

World Atlas is an interactive atlas for 
children that actually challenges.them 
and encourages them to learn more! 
This program uses animation, sound and 
real-life photos to teach about the world! 


Education $ 3 4?9 


For the Store 
10 Nearest You, 


PC Edutainment 


PARAMOUNT INTERACTIVE 
LENNY'S MUSIC TOONS 

Lenny, part musical genius, part big-time 
director, part action hero and all pen- 
guin, will be your guide as you explore 
MusicToon adventures that:come alive 
through interactive.animation! 


Education 


Prifit E 
Deluxe 


he as 
5 | 
USINESS CARDS & Mop, 


ENVELOPES. 


Broderbund 


BRODERBUND 


PRINT SHOP-DELUXE COMPANION 


Create stunning certificates, business 
cards, envelopes and postcards quickly 
and easily with this great program! Over 
350 dazzling graphics, 25 fonts and hun- 
dreds of layouts to choose from! 


IBM Personal Productivity $ 4 2 99 


CALL 1-800-800-5166 4 


SOFTWARE TOOLWORKS 

MAVIS BEACON 3.0 

Learn to type faster and more accurately 
using the expert skills of Mavis Beacon. 
This innovative program uses games). 
high quality graphics, and intuitive tests 


to hone your typing skills! 
9?? 


Education 


by Virtust Reality Laboratories, Tuc 


VIRTUAL REALITY 


VISTAPRO 3.0 


This amazing 3-D landscape Simulation 
program uses data from US Geological 
Surveys and NASA, spacecraft to recre- 
ate real-world landscapes in vivid detail! 
Famous landscapes included! 


IBM Personal Productivity "5 di 99 


PC Edutainment 


THE LEARNING CO. 

READER RABBIT 3 

Reader Rabbit helps your children build 
second and third grade reading, writing 
and thinking skills! They can even print 
their very own newspaper! 
Recommended for ages 6-9. 


Education $3 9” 


KNOWLEDGE ADVENTURE 


KID’S ZOO 


Click on someone your own size when 
you meet, play with, talk to and learn 
about all kinds of baby animals in this 
wondertul, interactive zoo! Learn early 
science while being entertained! 


Education $ 3 9” 


SIERRA 

TURBO SCIENCE 

Look out;;you're surrounded by science 
in this wacky physical science learning 
adventure! Compete in a laser-fast sci- 
ence race with Quarky and Quaysoo, 
your nutty companions! 


Education $ 3 4? 


BRODERBUND 


MAPS N' FACTS 


This comprehensive yet amazingly easy 
to use atlas is a versatile resource that 
gives every member of the family access 
to detailed maps and vast amounts of 
information! The ideal family atlas. 


Family Works $ 3 g 


SADDLEBACK GRAPHICS 

THE AFRICAN RAINFOREST 

This My Paint Coloring Book takes you 
on.a journey through the African tropical 
rainforest, prowling with panthers and 
swinging through the trees with chim- 
panzees while listening to their sounds! 


Education $ 2 4? 
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Detailed Maps Colorful Charts Extensive Data 


Broderbund Tur AFRICAN R AINFOREST 
^ My Pat CoLouisc Book 


z 
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Giga" 


FREE! 
Panther Dreams Book and 
Cassette with 
Every Purchase! 


11 


CREATIVE LABS 


OMNI CD 


Get this double-speed 
CD-Rom for quick 
access to all your 
favorite CD-Rom 
games! 


CD Rom 33 59” 


DAVID Mt ENCH g 


MULTICOM 
NATIONAL PARKS 
Tour America’s 
National Parks from 
your own backyard 
with this informative 
directory. 


CD Rom 35 9?? 


For the Store 
12 Nearest You, 


CREATIVE LABS 


DISCOVERY 16 
Enjoy this bundle with 
the SoundBlaster 16, 
stereo speakers, CD- 
Rom player and bun- 
died software! 


CD Rom s5 09” 


MULTICOM 

HEALTHY COOKBOOK 
Get cooking with 
these healthy CD- 
Rom recipes straight 
from Better Homes 
and Gardens! 


CDRom” $ 5 9” 


CALL 1-800-800-5166 


MEDIAVISION 


FUSION CD 16 


Save space with this 
internal CD-Rom and 
get blasted by high 
quality sound. Comes 
with assorted CDs. 


CD Rom s484” 
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ACCESS SOFTEK 
MATINEE 

Save your screen 50’s. 
style with thiswacky, 
full motion video 
screen saver for 
Windows! 


CD Rom $ 2 9?? 


CREATIVE LABS 


EDUTAINMENT 16 
Get this bundle and 
jump right into multi- 
media heaven with the 
super selection of 
included games! 


CD Rom $5 59” 


PRD 74 
"WINDOWS jt . 


3D GRAPHICS 
IMAGES-WITH IMPACT 
Volume one includes 
thousands of clip art 
designs to suit your 
every whim.and fancy! 


CD Rom $5 9%” 


SOFTWARE TOOLWORKS 


NEWSWEEK VOL 1 


Everything you like 
about NewSweek.is 
here, interactively . . 
enhanced with video 
and.audio clips! 


CD Rom 32 4? 


COMPACT PUBLISHING 
MAN OF THE YEAR 
Time Man Of The 
Year chronicles the. 
most important people 
of the century- plus a 
full year of Time! 


CD Rom 569” 


CD ROM 3 


Do what you want to do. 

; MICROSOFT : - 
BOOKSHELF ‘ 
This GD ROM package i s a librarian’ s 

. dream! Every conceivable piece of refer- 
ence info is included! 


CDR 4 
" 149” 
, * 
MICROSOFT ^ Pd d 
* EM '94 
. Movies, movies, movies!! You can find 


an elusive piece of information on just 
about any movie made with this cool CD! 


eet v, MP 


Microsoft Brings 
Multimedia Home to EB 


? 
l- MICROSOFT 
ENCARTA '94 212 goo 
. Find out everything you need to know f 
. with Microsoft's premiere M E: ; N 
CD-Rom ehicyelogedial g , Yv " F5 
CDRóm yy E E JN: : ; 
i ^ = Multimedia Eney 
+ Pa A , : wv 
> / Menosorr. ORIGIN p 1A ^" ^ REVELUMONOGRAM a : r 
D OSAURS - ULTIMA UNDERWORLD I&I 'BACKROAD RACERS . : 
Learn all about v ota species in » Double your fun with this double game - Prepare to get muddy as you go the dis- £ ” 
this prehistoric exploration! Includes spe-_ CD set and prepare to-be dazzled by ^ tance in Backroad Racers and enjoy the 
* cial dinosaur screen savers! awesome 3D graphics! *, a a ie a WT : 
1 pz e 
kon y 64" CD Rem ap x on $ CDRom i4 59" | 
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RARE HISTORICAL 
FOOTAGE 


Includes Model B 


COMPLETE 


> E ID 
MOGRAPHIS £ 1 PACA OE 
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* 4 , " 4 » if * 
1 JASMINE A 4) DEEP RIVER “ 4E VALLEY “ M s MOON VALLEY” A. 
FAMOUS FACES. ADVENTURES ` * DO.IT ON YOUR DESKTOP ROMATERIAL  . ; 
Meet the famous people who "Find the globe- hopping vaca- ^ Jazz up yo boring;desktop ROMaterial is the ultimate P Se 
, Shaped the 20th century. — + —.tion of your dreams when... - with this great collection. of Collection of visual and sound,’ ò 
Includes rare historical aee into this multime- ` icons, patterns and sounds! : effects for your desktop. is Pr 
,, footage. See FDR recite his $ ‘di compendium ofexotic ..  . It'll turn anything into daz-- Spruce up your digital ife" 
Pearl Harbor Speech! 4 ^ and adventurous locations! zling color fun! - with this cóllection! 
cD Rom | ty ¢ $599 CD Rom ' $34? « CP Bil 2 9” CD Rom " $21" ". 
? dM d. vas Ka 4 
^ PA à 4 3 -— : FA m y E ^ ow 
f , [D] 4) » d "TS 
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W Autodesk 


i i Pe d 
" —HÜ 
® i 
- | GREAT VACATIONS 
y The Ultimate Family Vacation Planner! 


T 


for Windows 


» D Ld E s 


^N ^ ‘ ‘ , 
Y POSITIVE SOFTWARE SOLUTIONS | ii MC AUTODESK S ee " LM =s ^ PARSONS TECHNOLOGY 1 , P 
«GREAT VACATIONS — >. E HOME: = IPS LEGAL FOR WINDOWS © — 
LM Great Vacations is the ultimate family 2t style of house > you’ re thinking. ` Protect your famil nd save Pp "T 
ry vacation planner! Choose the type 4 single-level, full basement, or tris + , . attorney's fees by creating your own ` 
t, vacation you'd like to consider or add. - ^ level- Ui quide camhelp trans- binding legal. documents bai € = Lu 
E one of your own activities! Based on thes form your ideas into detailed working ^ . best- selling legal software. Create 
RN book "Great Vacations With à Your Kids.” | * plans! Now with built-in | 8-D viewer! own wills and LAM D. 
: ,. IBMDOS T id GAP. (HMDOS `“ a: ME 99 ' IBM Windows de" 
ET S eid m "t j ^ Also available for DOS - 2 
et D "E tta Eri. " 
~ 
Meee? Ta i 
EMT ES n 
cs iin 
Dr. AF " 
The RAFT & Print "M 
mr Creativity v 
4 M ^ 
; 
"a "S 
4 * 
go 
pa 
1 
A 
* 
a ata 
T i 
~ + Moia 
MEC 
T 2 y , s 
; en 8 SEEN : ¢ . a a 
te, > ‘SOFTWARE MARKETING “2 v, Pol OF OM MUR S " ^ spirit oF DISCOVERY . s "s - is 
. PHARMASSIST FOR WINDOWS. ILLUSTRATED pS ~ DRAFT AND PRINT `- P. as 
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PC Productivity 


SEIZE THE DAY 

SEIZE THE DAY 

This computer companion begins as a 
personal day, book which can be continu- 
ally expanded and customized! 


IBM Windows S47 99 
Super VGA Reccommended  ."-/ 


"» SPINNAKER 
PFS: FIRST CHOICE 4.0 
This business program makes it easy to 
get organized with five powerful applica- 
tions integrated into one. 


.JBM DOS $50" 


BIT SOFTWARE 
BIT FAX EASY 
Bit Fax EaSy provides you with the 


power and features to let you send, 
recieve and manage faxes with ease! 


IBM Windows $ 6 2 99 
T 
ARISTOSOFT 
. WIRED FOR SOUND PRO 
' This innovative program provides talking 
utilities including Talking File Graveyard, 
Intruder Alert and Job Saver! 


IBM DOS s4 2 99 


COVOX 

* VOICE BLASTER 
Operate your computer at the speed of 
sound with this powerful voice recogni- 
tion software! 


IBM DOS $ 71 99 


4 BERKELEY SYSTEMS 
AFTER DARK FOR DOS 
The flying toasters come to DOS'in this 
classic screensaver package! Choose 
from a variety of screen savers. 


= IBMDOS $ 99 
Also available for Windows z 


BERKELEY SYSTEMS 


DISNEY COLLECTION SCREEN SAVER 


Make your computer go Goofy with this 
, screen saver! Features all your favorite 
Disney characters. 


IBM Windows $ 3 6” 


Also available for the Macintosh 
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Easier to 


a use than 1-2-3 
or Excel! 


for Windows 
Windows spreadsheet power made easy x A . 
[Rea mal database power made easy 

BORLAND BORLAND MICROGRAFX 

QUATTRO PRO 5.0 PARADOX GRAPHICS WORKS COMPANION 

For the power of true spreadsheet han- Borland Paradox is relational database Regardless of whether you want to cre- 
$ dling in Windows, Quattro Pro is the only power made easy. Now you'll have com- ate stunning newsletters, powerful pre- 
" software that can fit the bill! At this spe- plete access to all your data, plus the sentations, or awesome posters, this. . i 

cial introductory price (50% off!!) it'lll.fit tools you need to create graphical appli- program has it all! Graphics Works is 

your wallet, too! cations in no time! easy, exciting and affordable! 


IBM Windows $ 49" IBM Windows $ 139? IBM Business $99*? ° 
Also for DOS - SAME PRICE! x x P 


co noms 
ur To 


Speeds Up. 

Yveryshirig: 
Windows, DOS 
and CD-ROMs. 


NEW 
ui 
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SYMANTEC PEACHTREE LANDMARK 
NORTON SPEEDRIVE PEACHTREE ACCOUNTING WINPROBE 
Rev up your CD Roms, Windows and You don't have to be a CPA to get use WinProbe uncovers the secrets totfaster 
;BOS with this piston slamming speed out of Peachtree Accounting for Windows operation. Just click on the » 

" booster! Access CD'Roms up to 30 Windows, but you may become one after Tune Up icon and WinProbe analyzes 
times faster, Windows 10 times faster using it! Get the entirely new release 2.0 your hardware and software configura + 
and DOS 40 times faster! for.superior accounting power. tion, then-suggests how to speed it up! 


IBM am s79 IBM Business $139? IBM Business $5 3?» 
46 ws», CALL 1-800-800-5166 
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WORDPERFECT 
WORDPERFECT 6.0 WINDOWS - 
Get the newest Version.of this premiere `. am» 

+ word processing program fo? indows. 3 
Leave the formating up to the-com air ^ 
and get on with the writing. Chec! . 
the competitive upgrade t prices! 
IBI Business. , 

d, Compettve UPB rate - 51492 9 "299" 
Regular Upgrade - 399 ER 

. WORDPERFE ' 


WORDPERFECT 6.0 DOS an 


* Enjoy superior text editing and formating 
"ight on your PC! Delve intovall the new” 
“features Wordperfect hasypacked ino ^ 
i- this latest release and upgrade at afer- 
tific price! + 
IBM Busi ness "T d 
H Colvpelliye Upgrade - 1492 $299” 
‘ Regular Upgrade - +992 ' 
JIAN " 
BIZ PLAN BU UM 
. Biz Plan MA is a Working business 
plan prototype iflogreting the experi- 1 
"y y" ‘knowledge of many effective 
siness managers! Comes complete 
with preformatted financial projections! 


^ IBM Business F 58 y 99° 
a E . 
p 
COHEN LT * v 


i - CORELDRAW 3.0 “Let ` Increase 1 
| CoreiDRAW 3 nowincludes Productivity! 


Sy s-C& ON EPICA 


2- 


GorelDRAW, CorelCHART, Corel 
.. PHOTO-PAINT and CorelSHOW all in 
« one value-pácked;box! Look no further 
for the total solution to your needs! 


: IBM cay E 1 49". 


IMSI 
TURBOCAD FOR WINDOWS T - 
This full- -featured desktop drawing and_ «a Taken Every Ba 
^ drafting softwarelets you.whip-up»pro- » . * 
fessional illustrations and drafting docu- " 
ments in no time!Packed with features. + [ 
that make ita „snap to learn and use. 


' JBM Personal E "$ 
æ Also pvailable tec DOS - "96 
pote rc @ 
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LOTUS 


LOTUS 123 4.0 UPGRADE 


Upgrade to the newest version of the 
classic spreadsheet software and take 
advantage of the new context sensitive 
interface, live status bar, one step chart- 
ing, in-cell.editing and more! 


IBM Windows 599?? 


LOTUS 

AMI PRO 3.0 UPGRADE 

This best selling word processor for 
Windows now includes fast format, 
smartclick; smartmerge, preview style 
sheets and a live status bar! Get on top 
of things and upgrade now! 


IBM Business $99” 


LOTUS 
APPROACH 2.1 FOR WINDOWS 


Grab a copy of Lotus’ Approach data- 
base software and introduce yourself to 
the most easy to use database ever! 
Approach requires no programming so 
even beginners can dive right in! 


IBM Business 59979 


X-TREE 

ui en ace ton Windo: t XTREE FOR WINDOWS 2.0 
DoubleSpace XTree is the essential program and file 
j iR management companion for Windows. 
Gompression Manage all of your directories, files and 
for Microsoft ZIP archives and use the powerful new 
= DOS 6.0 


SN = e 
NEW FROM e 
tons . P 


CommandBars to launch applications! 


IBM Business $79” 


ADD STOR 


DOUBLE TOOLS FOR DOUBLESPACE 
Now you can view, manage and 
enhance DoubleSpace.Compression for 
Microsoft DOS 6.0 with new Double 
Tools! Use. SpaceGauge to simplify com- 
pression management. 


i 69" 


STAC ELECTRONICS 


TRAVELING SOFTWARE 


COMMWORKS FOR WINDOWS STACKER 3.1 DOS/WINDOWS 
Commworks is the complete communi- Get serious, get the best when you get 
cations package for your PC. Includes Stacker 3.1! Double your disk space with 
TS Fax, LapLink Remote Access, TS the proven leader in safe, reliable data 
OnLine, LapLink V and LapLink Alert to compression and automatically convert 
for WINDOWS put you in total control. DoubleSpace drives too! 
acus . IBM Personal $ 149” IBM Personal $ 109” 
FIVE Powerful Communications Tools for the Price of ONE ~ * For both Windows and DOS mm 


18 w«», CALL 1-800-800-5166 Ge 


PC Personal Finance 


QUICKEN 


FOR WINDOWS 
NEW VERSION 3.0! 


QUICKEN 


FOR DOS 
NEW VERSION 7.0! 


| Mail-In Coupons! 
*10 Upgrade Coupon 
*5 New User Coupon 


QUICKEN FOR DOS/WINDOWS 


The most complete solution for organiz- 
ing finances! Quicken handles checking, 
savings, cash, investments, loans, credit 
cards, assets and liabilities. The new 
Financial Calendar eliminates data entry! 


IBM Business 323497 


 -510 
After Mail-In Coupon $ 2 9?? Ki TAS 
[Quicken 
INTUIT i m 
" 
QUICKBOOKS DOS/WINDOWS 


You've used Quicken for check manage- 
ment, but now you can use QuickBooks 
for your bookkeeping needs! 
QuickBooks has powerful tracking, sort- 
ing, and graphing features, plus more! 


IBM Business $99” 
The easiest small business bookkeeping 


INTUIT e 

QUICKEN COMPANION 

Quicken Companion EXPANDS the ul 00 
power of Quicken! Companion manages 


your home inventory, estimates taxes, ONES 
provides on-line stock and mutual fund 
prices and offers tips! 


IBM Business 32 4’ 
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GENESIS 


said. 


= = GIFT WITH — 
——. PURCHASE! 


Whats Inside 


CONTENTS oo...0cckncosdsseecstecssesiscossvens 
GENESIS ..............-- 
GENESIS ACCESSORIES 
SEGA CD ................ 
SUPER NES ................. Purchase Street Fighter II Special 
shee ag anit 14 n. Championship Edition from Capcom for 
GAMEBOY ............. 16 > WIN A - Sega Genesis and get a COOL TEMPO- 
HAND HELDS .. 18 B CAPCOM COIN-OP <=  RARY TATTOO. While supplies last. See 
NES asse ecieene chpaoe oe ». 19 — GAME! page 6. PLUS, use this entry to enter à 
TURBO EXPRESS ,/DUO .................-. 21 Y drawing for a CAPCOM ARCADE COIN- 
ee eee eee — oP SRM (Title to be determined.) 
f CAPCOM COIN-OP CONTEST ENTRY - 
Name Phone E ue 
Address Age 


No puchase necessary to 
enter. All entries must be 


City State Zip in by November 20, 1993. 
E A LLL eee 


Coming in October... 
TETRIS 2 for Nintendo. 
Pre-purchase yours and 

receive a Nintendo T-Shirt! 


Prepare to enter a new 
dimension of entertainment. 


3DO... 


Cening Soon! 


Not all items may appear at o 
an New Yok ly estos A p? = 
sibility of Electronics Boutique. Typogra 


is at 


klin Mills, Sawg une Gui des at EBX. Prices may vary in Puerto Ric 
Mer r's di are pon 


dto bo avalia 
iyo of Electroni 


2 ‘em CALL 1-800- 800- 5166 


GENESIS 


SEGA 

GENESIS SONIC 2 SYSTEM 

If you've been waiting to get into 16-bit ( | 
gaming, now's the time! You can't go 

wrong with Sega's new compact design 

featuring built-in digital sound and stereo ( 
music synthesizer! Sonic 2 included. 


Genesis $ | 2 9?? |] 


SPECIAL 


SEGA 

WORLD SERIES BASEBALL p OFFER! 

Take the ball game home with you in | J Send in 10 LifeSavers 
World Series Baseball for your Genesis! q” wrappers & a receipt for any 
Using multiple stats, real team lineups, [n Genesis game, and get a *10 


rebate check from Nabisco! 


and tough coaching options, this 16-bit 
Ask for details. 


title will hit a grand slam! 


Genesis $ 5 7 99 


SEGA 

SHINOBI Ill 

The Shinobi master of stealth and the 
lethal ninja arts is back, bigger and 
deadlier than ever! Go up against Neo 
Zeed and Shadow Master with incredible 
ninja moves and a pounding soundtrack! 


Genesis 581 99 


SEGA 
ALADDIN 


Disney's favorite animated hero comes 
to Genesis! Relive the animated adven- 
ture and help Aladdin save the Princess 
with a little help from his pal the Genie 
and his magic carpet. 


Genesis $ 5 3 99 


SEGA 

JURASSIC PARK 

Play this blockbuster classic as Grant, 
the paleontologist or as a Raptor, ram- 
paging across the island, battling other 
beasts and eluding the traps and 
weapons of your human enemies! 


Genesis $ 5 4° 


SEGA 


RANGER X 

Part man, part machine, Ranger X is a 
mysterious lone warrior who takes on 
monstrous mechanical bosses in eight 
post-apocalyptic levels of outrageous 
action! Get in on the action quick! 


Genesis $ 49? 


Markdowns 
Taken Every Day 


SEGA 


GENESIS CORE SYSTEM 


If you've been waiting to dip your toes 
into 16-bit gaming, jump in with the 
newly redesigned Genesis Core System! 
Enjoy all your favorite games with awe- 
some graphics and superior sound! 


Genesis 599?? 


SEGA 
COOL SPOT 

From the can to the screen, Cool Spot 
has what it takes for a great adventure! 
Join Cool Spot as he sets out to rescue 
his crimson cousins, riding rollercoasters 
and catching waves on the way! 


Genesis $ 5 3 99 


SEGA 


SHINING FORCE 

Crack some skulls, literally, as you battle 
the evil undead and more in this 
medieval fantasy adventure! Take up the 
sword and pursue your epic quest to 
annihilate the evil undead! 


Genesis $ 5 7 99 


SEGA 
XMEN 

Your favorite mutants are alive and well 
in 16-bit land as they set out to do battle 
with their most notorious foe of all time, 

Magneto, the evil master of magnetism! 
Help the X-Men conquer him! 


Genesis $ 5 4? E 


SEGA 


TALESPIN 


Help Balloo win his most daring and 
challenging aerial race yet, as you per- 
form outrageous flying acrobatics and 
feats of bravery to win the lucrative 
cargo contract! 


Genesis $ 4 3 99 


SEGA 

DINOSAURS FOR HIRE 

If you thought chomping on lawyers was 
bad, you should see what these dino 
mercenaries do to the bad guys in this 
classic adaptation of Tom Mason's 
comic book! Dinos with an attitude! 


Genesis 549? 


v», CALL 1-800-800-5166 


S 


GENESIS 


TENGEN 

GAUNTLET IV 

Battle your way through endless dun- 
geon levels as one of four characters in 
the fourth edition of this arcade classic! 


Genesis $ 49” 


TENGEN 

DAVIS CUP TENNIS 

Go pro and compete for the Davis Cup 
in this split-screen tennis game! Filled 
full of turbo-powered slams and volleys! 


Genesis :49?? 


TENGEN 


R.B.I. BASEBALL '93 

R.B.I. '93 puts you into the big leagues 
with nearly 700 real major league play- 
ers from all 28 professional rosters! 


Genesis $ St 99 


SUNSOFT 

AERO THE ACRO*BAT 

Aero must perform acrobatic tricks to 
outwit the evil Edgar Ektor and battle the 
bowling pin juggling clowns! 


Genesis $ 49? 


CAPCOM 

STREETFIGHTER II 

Smash to the next level in the Champion 
Edition and play as one of the Grand 
Masters! Awesome martial arts action! 


Genesis $ 7 99 


ELECTRONIC ARTS 

NHL HOCKEY '94 

Do battle in the rink and skate your way 
to victory as one of the league teams in 
this superskating, puck-slamming cart! 


Genesis $ 5 7 99 


DATA EAST 

DASHIN' DESPERADOS 

Go on the run with these crazy, gun- 
slinging desperados and roar through 
the wild west level after level! 


Genesis $ 51 99 


Markdowns 
Taken Every Day 


GENESIS 


APEN ACCLAIM 
Markdowns ROYAL RUMBLE 
Taken Every Day " Atomic-drop, headbutt, and piledrive 


your way through complete wrestling 
mayhem as Hulk Hogan and others! 


Genesis $ 99 
Also for Super NES — *748 id 


ACCLAIM 

BART'S NIGHTMARE 

Help Bart get his homework back, page 
by page, in 8 levels of wackiness! Battle 
villians like Homer Kong and Momthra! 


Genesis $ 49? 


ACCOLADE 
BUBSY 

The Woolies are back and Bubsy the 
bobcat has to save Earth's precious yarn 
ball supply! 


Genesis $ 99 
Also for Super NES — *64# Cutis 


ELECTRONIC ARTS 

GENERAL CHAOS 

Battle it out against your friends as you 
lob weapons back and forth across the 
battlefield! Great animation and sounds! 


Genesis $ 47 99 


ELECTRONIC ARTS 


MADDEN NFL '94 

Get rough on the gridiron and take 
instruction from Madden himself in this 
mean, green football challenge! 


Genesis $5 9” 


KONAMI 


ZOMBIES ATE MY NEIGHBORS 


Fend off 55 levels of Zombies, Evil Dolls 
and Chainsaw Maniacs with your uzi 
squirt gun, weed wackers and bazookas! 


Genesis 5*5] 99 


KONAMI 


ROCKET KNIGHT ADVENTURES 


Help Sparkster the opossum battle Crab 
Rangoon and the Giant Pigbot and beat 
them to the Key to the Pig Star! 


Genesis 55] 99 
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GENESIS accesso"? 


ASCII 


ASCIIPAD SG-6 

Master your favorite games with this 6 
button pad featuring slow motion and 
hands-free auto turbo fire! Independent 
turbo control for all buttons provides up 
to 24 shots per second! 


Genesis $ 2 7 99 


HAPP 


SERIES Il PAD 


Quailty is a requirement for intense 
Genesis games, and the high-precision 
Series Il Pad can add some powerful 
punch to your high scores! Turbo but- 
tons round off its awesome features. 


Genesis $ l 7 99 


ELECTRONIC ARTS 


4 WAY PLAY 

Go head to head against your friends 
with the 4 Way Play adapter! Turn up the 
heat and get competitive in all your 
favorite EA sports games. Take it to the 
next level! 


Genesis $ 3 4° 


SEGA 

6 BUTTON ARCADE PAD 

Blast through gameplay with this new 6 
button controller! More control means 
more moves and more action! Grab an 
Arcade Pad and experience a spectacu- 
lar new way to play! 


Genesis $ 2 0” 


SEGA 


VIDEO MONITOR CABLE 


Get crisper, sharper graphics and clear- 
er sound on your Sega Genesis with this 
TV cable and enjoy your favorite games 
even more! The 10 foot long cable is 
convenient and easy to set up! 


Genesis $ 12 49 


SEGA 


RF SWITCH BOX 

If you have an RF jack on your televi- 
sion, an RF antenna, and a Genesis sys- 
tem, this RF switcher is a must! This 
quality accessory automatically switches 
between your Genesis and antenna! 


Genesis $ ll 99 


NOW FOUR PLAYERS COMPETE 


local competitor's 


PERFECT FOR 
STREET FIGHTER II OR 
MORTAL KOMBAT! 


SEGA CD 


Jvc 
THE SECRET OF MONKEY ISLAND 
Become a.swashbuckling pirate and 
adventure your way through the secrets 
of Monkey Island and beyond! 


Sega CD $ 49” 


SEGA 
SPIDERMAN-VS KINGPIN 
The web-shooting wonder as you've 
never seen him! Help take down the 
Kingpin and other classic villians! 


A “49” 


SEGA 

JURASSIC PARK 

The blockbuster movie comes alive as 
you play the,Raptor and chomp your 
way free of those pesky humans! 


Sega CD s5 7% 


SEGA 
YOUNG INDIANA JONES 

Play the stuff of legends as you help 
young Indy figure out the mystery behind 
the Instruments of Chaos! 


Sega CD $ 49?? 


SEGA 
JOE MONTANA FOOTBALL 

Lots of turf-crunching action and:super. 
pro plays make this game a touchdown 
with sports fans everywhere! 


Sega CD $57" 


SEGA 

NFL'S GREATEST TEAMS 
Play.head to head as either San 
Francisco or Dallas in this helmet- 
crunching free-for-all! 


Sega CD s572 


SEGA 


SEGA CD 2 


iplum TOC ED Real actors, music videos; CD-quality 
local competitor s : A 2 

^ Sound and interactivity make this system 
a must-have! The next level is here! 


` p 229” 
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NINTENDO 


SUPER NES CONTROL SET 

Get in on the 16-bit action with the Super 
NES Control Set! Enjoy 3-D effects, digi- 
tal stereo sound and power-packed per- 
formance! Smoother animation, better 
sound! Comes with controller. 


Super NES sg 9” 


NINTENDO 


SUPER NES WITH MARIO 

Get the party started right out of the box 
with this super deal! You get 16-bit 
action, super graphics, animations and 
stereo sound, plus the classic Mario car- 
tridgeis included! 


Super NES $ l 3 9” 


NINTENDO 

SUPER PLAY ACTION FOOTBALL 
Dive, spin and stiff-arm your way to 
pigskin glory! Choose from NFL, college 
or high school teams and execute up to 
32 offensive and 16 defensive plays! Go 
head-to-head or challenge your friends! 


Super NES $ 3 9” 


NINTENDO 
SIMCITY 


This simulator puts you in the mayor's 
office for complete control over your own 
town! Survive the natural catastrophes 
and you can create a metropolis! But 
watch out for the giant Koopa! 


Super NES $ 49%" 


NINTENDO 


NCAA BASKETBALL 

Choose from 44 college teams and take 
it to the hoop as you watch the action 
from a unique over-the-shoulder per- 
spective that puts you in the game like 
never before! 


Super NES $ 49” 


NINTENDO 

SUPER MARIO KART 

The Super Mario Go Kart Park is open 
and Mario, Luigi and the Princess are 
revving their engines! Drag with Donkey 
Kong JR or lock fenders with Yoshi! 
Race head-to-head or try Battle Mode! 


Super NES $ 5 4? 
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AN 


SUPER NINTENDO 


NINTENDO 

STARFOX 

The action explodes from all directions in 
realistic, real-time 3-D! The Super FX 
chip makes this game a graphics champ! 


Super NES 359° 


NINTENDO 

THE LEGEND OF ZELDA 

Enjoy the 16-bit graphics as the ances- 
tors of Link and Zelda face off against an 
evil wizard who is menacing Hyrule! 


Super NES 549?? 


NINTENDO 


VEGAS STAKES 


Roll them bones, shuffle that deck and 
Spin that wheel as you risk it all in live 


SUPER NINTENDA ; casino action! Up to 4 players! 


ASUPER MARI 10% a Super NES s5 4? 


NINTENDO 
YOSHI'S SAFARI 

3 Era [ y Use the Super Scope to help Yoshi blast 
Im SUPERSCOPE SUPER NINTENDO XA "| his way through his newest and biggest 


mx adventure yet! 


Super NES $ 3 9?? 


NINTENDO 

SUPER MARIO ALL STARS 
Revisit the classic Super Mario games 
enhanced with 16-bit graphics and 
adventure to the new Lost Levels! 


Super NES $59” 


NINTENDO 


BATTLECLASH 


Use your Super Scope to control your 
Standing Tank’s weapons and pummel 
the enemy into defeat! 


Super NES $ 99 
Requires Super Scope 6. 


NINTENDO NINTENDO 

MARIO PAINT HINT BOOK MARIO PAINT 

Learn how to take Mario Paint to the lim- Mario Paint lets you paint and draw pic- 
its with this in-depth player's guide! tures and animate them! Gnat Attack 
Create animations and. make music! and Super NES mouse included! 


Sono Nes sg Super NES s595 


10 narei, GALL 1-800-800-5166 


Super NES SE 
" We will match any 

local competitor's 

5 price on any item 

we have in stock. 
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UPER NES 


“INTERPLAY - VG1201 
x CLAY FIGHTER 
Come out and Clay! Fight as Bad Mr. - 

. Frosty, Blue Suede Goo and others with _ 
crazy clay attack moves! se, m 
Super NES p — $&£. 99 

me AUN ANOT 

“ x NS 
eoet : VG1202 
“PLOK o x ‘ 
"Help Plok get his flag to by throwing- 


limbs at willl Deadly Veggie creatures | s 
a and jumping fis fish bones bar his way! = 


= QU, » $ 99 
MM SEN 59” 


VG1203 


EN LI 
: NIGEL MANSELU'S WORLD CHAMPIONSHIP 
. Gear up for world. class competition as 
| you Scream down: the asphalt on 16 
international | Formula One tracks! 


i Super NES $59” a 
NAA lins 
CON $ 


- 


Se 


`M A 
a i 
ELECTRO BRAIN ho VG1204. 


BOXING LEGENDS OF THE RING 
Get tough and go for the KO as only a 
legend would! Box as Leonard, Hagler, 
_ Duran or others in full- fisted j fury! 


“Super NES er 99 


"Also sinis for Genesi 


A ^ 


SUPER NINTENDO 
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OCEAN VG1205 - OCEAN 


JURASSIC PARK - MSN a) PARK- M 
You've seen e movie, ‘now get e nture am when you 


Pit yourself against the mighty: dinosaurs 
and regain. control of the park! Outwit the into the action | Grant! Keene À oem cart into your r GameBoy! Take 
Raptors i in this paleolithic adventure! flesh- -ripping din sai rs at bay! DN N Ta “tis aie Wee “you ves 


“ai” 99 Ye GameBoy ee $ 29" 


Super NES $63” 99 NES 


e mu CALL 1-800- -800-51 


Seas A 


Technology Break-through in Video Game Control 


SEGA 


GAME GEAR CORE SYSTEM 


For affordable portable fun grab the 
expandable Game Gear Core System 
complete with a full color screen! 


Game Gear $99” 


Evander 


SEGA 


EVANDER HOLYFIELD’S BOXING 
Duke it out against 14 opponents or go 
gear-to-gear with a friend! First person 
perspective puts you in the ring! 


Game Gear $3 3 99 


SEGA 
TOM AND JERRY THE MOVIE 
Tom and Jerry's zippy escapades go 
portable! Nab that mouse but watch out! 
You might get squashed flat! 
533? 


Game Gear 


SEGA 


GAME GEAR SPORTS PACK 


Grab the gear and get up and playing 
with your favorite sports packages while 
you ride the bus or walk down the street! 


Game Gear 


SEGA 
SONIC THE HEDGEHOG 2 


That hedgehog speedball is back! This 
time he has to rescue Tails the Fox from 


the dastardly Dr. Robotnik! 
s3 m 


Game Gear 


SEGA 
SURF NINJAS 

Battle ninja thugs on the rampage as 
you take on Colonel Chi's ninja death 
squads to regain your kingdom! 


Game Gear $ 3 4? 


GAME GEAR 


— GEAR 
SEGA 
GAME GEAR SONIC 2 SYSTEM 


Get the color system on the go and run 
with Sonic 2 which is included! Take 
Sonic and Tails with for portable fun! 


Game Boy $ 12 9” 
SEGA 
TAZ-MANIA 


Taz must satisfy his raging appetite by 
searching Tasmania for the boulder-size 


egg of the great lost Seabird! 
s3 379 


Game Gear 
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SEGA 


ECCO THE DOLPHIN 


Battle sharks, stinging coral and deadly 
reefs as Ecco travels the world’s waters 
to save the dolphins - and the world! 


$3 4? 


Game Gear 


4 wastes CALL 1-800-800-5166 


We will match any 
local competitor's 
price on any item 
we have in stock. 


D GAME GEAR 


SEGA 
WORLD SERIES BASEBALL 

This great baseball game features all 28 
major league teams with all 700 players! 
Create your dream team with Team Edit! 


37" 


Game Gear 


SAME. GEAR [ 


G 
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ACCLAIM 


ROBOCOP 3 

The armored police humanoid comes to 
game gear with a vengeance! Battle on 
with superior firepower and a badge! 
Game Gear $ 3 7 99 
Also available for Genesis — *48 Tum 


SEGA 
CAR ADAPTOR 

Save your batteries by using this special 
adapter plug for your Game Gear while 
in the car! Fits into the cigarette lighter. 


5320? 


Game Gear 


Vio Iwy 


SEGA 
JURASSIC PARK 

Cruise through five danger-filled levels of 
dinomania, using your tranquilizer darts 
and stun gun to keep the beasts at bay! 


37" 


Game Gear 


ACCLAIM 

T2 JUDGEMENT DAY 

As the T-800 terminator it is your mis- 
sion to destroy the shape-changing, 
body slicing, liquid metal T-1000! 


37" 


Game Gear 
Also available for Genesis — *49** 


SEGA 
RECHARGEABLE BATTERY PACK 
Get more mileage with this rechargeable 
battery pack! The battery pack clips to 
your belt for ultimate portability! 


q2" 


Game Gear 


SEGA 
GREENDOG 

Grab air on a skateboard and thrash to 
the beat of steamy reggae tunes as you 
whack turbo lobsters and crazed crabs! 


33” 


Game Gear 


ACCLAIM 
BART VS THE WORLD 

Bart and the family get to go on a world- 
wide treasure hunt! Collect Krusty faces 
and products to get a special prize! 


372.7 


Game Gear 


SEGA 


AC ADAPTOR 


Save your batteries for the road and use. 
this AC Adapter for endless hours of 


play while you're stationary! ds 
13° 


Game Gear 
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Markdowns 
Taken Every Day 


um. 


AM 


THE SYSTEM THAT X Sarat 
SET THE STANDARD! 
* ASTOUNDING GAME GRAPHICS 

* VIVID COLORS & SOUND 

+ MIGH-POWERED ACCESSORIES 


We will match any 
local competitor's 
price on any item 
we have in stock. 
Rost ply. 


Markdowns 
Taken Every Day 
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NINTENDO 

SUPER MARIO BROTHERS 3 
More warps, more chances at extra lives 
and new special suits make this the best 
Mario cart yet! Fight monsters and mini- 
bosses and get the raccoon or frog suit 
for extra special abilities! 


NES $ 49? 


NINTENDO 
ZELDA Il: THE ADVENTURE OF LINK 


The Hyrule fantasy continues as you set 
out on a treacherous journey to return 
Six Crystals to their origins in six stone 
Statues! You must defeat the palace 
guardians and awaken Princess Zelda! 


i 329? 


NINTENDO 

THE LEGEND OF ZELDA 

The best-selling and best-loved adven- 
ture game of all time returns! Prepare to 
be challenged by Tektites and 
Wizzrobes as you search for the lost 
fragments of the Triforce of Wisdom! 


X 329? 


NINTENDO 


KIRBY'S ADVENTURE 

The Dream Spring; source of all of 
Dream Land's. dreams, has dried up. It's 
up to Kirby, the bombastic blimp, to 
return happy naps to the inhabitants of 
Dream Land! 


Nes :39? 


NINTENDO 

DR. MARIO 

Mario throws multi-colored vitamin cap- 
sules into a bottle that contains an ugly 
variety of nasty viruses! Destroy all of 
the viruses in the bottle and get to the 
next level! A perfect cure for a rainy day! 


NES $3 7? 


NINTENDO 

PUNCH-OUT!! 

It's 13 tough matches in the minor, major 
and world circuits that lead you to the 
final challenge — the World Video Boxing 
Association title fight! Fight classic foes 
like Piston Honda and Glass Joe! 


NES $ 2 9” 


CALL 1-800-800-5166 f£? 


TTI 


TURBOEXPRESS 

This amazing portable unit uses the 
same game cards as its big brother, the 
TurboGrafx-16! Displaying full color that 
rivals most small screen TVs, the Turbo 
Express delivers! 


TurboExpress $ 199” 
TTI 

DUO 

The Duo system combines a Super CD 
Rom and 16-bit graphics for awesome 
gaming! The Duo will play all your 


TurboGrafx chips, CDs and Super CDs 
as well as music CDs and CDGs! Wow! 


ps 3299? 


TTI 


DUNGEON MASTER 

In a desperate bid to gain adulthood, 
Theron must regain the lost treasures of 
Ya-Brodin. Help him through several 
mazes, puzzles, and incredible fights 
with monsters galore! 


Dug 549?? 


TTI 

RIOT ZONE 

The year is 1997 and two New York City 
police officers, Hawk and Tony, are fight- 
ing to destroy the crime syndicate 
Dragon Zone! Punch and kick your way 
to the rescue of Hawk's girlfriend! 


puo :49? 


TTI 


BONK 3 

Evil King Drool is back in the Dinosaur 
Kingdom and its up to our skull-splitting, 
head-butting, rock-smashing, monster- 
bashing prehistoric hero Bonk to put an 
end to Drool’s dastardly deeds! 


ere 549?? 


TTI 


CAMP CALIFORNIA 

Help the dudes of Camp California save 
their favorite hangout, Coach’s beach, 
from becoming a nuclear power plant! 
Rock out to groovy Beach Boys tunes 
while you rescue your buddies! 


Dio 549?? 


Markdowns 
Taken Every Day 


OCTOBER CATALOG 
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ENFORGERS 
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=\SPORTS 


ELECTRONIC ARTS 


PRE-PURCHASE ANY OF THE FOLLOWING EA SPORTS TITLES AND GET A FREE 
SPORTS BAG: MADDEN FOOTBALL FOR SUPER NES COMING NOVEMBER 19th 
(see page 11). MADDEN FOOTBALL FOR GENESIS COMING NOVEMBER 19th 
(see page 6). NBA SHOWDOWN FOR SUPER NES COMING NOVEMBER 28th. 
NHL HOCKEY ‘94 FOR SUPER NES COMING DECEMBER 5th. WHILE SUPPLIES 
LAST. PLUS... SEND AWAY FOR A FREE 4-WAY PLAY ADAPTER WHEN YOU PUR- 
CHASE ANY 4 EA SPORTS GAMES BETWEEN OCTOBER 1st AND DECEMBER 31st! 


SUPER elilelite Mill Site E 
STRIKES 2; OU? 0G 
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AN 
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"While supplies last. Ask store for details. 


E 3 


Around here nice guys dont finish last - they don't even finish. Better know 
how to drive or Catfish Louie and company will take turns making your 
Backroad Racer a pile of twisted, burning wreckage. Then taunt you as you 
watch instant replays of your wipeouts. Video clips give hints and make 
threats while you try to outrun cops and race on four different tracks. Use 3-D 
animated instructions to build a model of your car so it's easier to identify the 
torched remains. Available for IBM on CD-ROM. 


After you 
buil your 
car you Can 
follow all 


traffic laws 
and be a safe 
& courteous 


driver. 
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My First World Atlas 


by Impressions 


Studies have shown that geogra- 
phy is one of the worst subjects for 
many students in the United States. 
Now, thanks to Impressions and 
Cambridge Interactive, it doesn't 
have to be! My First World Atlas pro- 
vides young students with an inter- 
active atlas containing facts, figures 
and data as well as fun. 


My First World Atlas encourages 
youngsters to explore the world by 
providing sound, animation or an 
immediate answer with every input. 
They can decide for themselves 
exactly how they want the map to 
look. The friendly atmosphere and 
colorful graphics provide an exciting 
place to learn and explore for kids of 
all ages. 


an even closer view, the user flies 
across the globe, stopping at the 
countries he or she most wants to 
visit. 

Accompanying the user is Dale the 
monkey. Always present in the 
upper left corner of the screen, Dale 
provides several functions. As the 
user explores the world, Dale will 
yawn, smile, laugh, eat bananas and 


=) prose fu] [eT eu Ed 


more. If the keyboard or mouse is 
left untouched for too long, Dale will 
become active, ensuring that the 


screen is never dull. He will also 
help point the user in the right direc- 
tion for more information, encourag- 
ing the user to find out more about 
what interests them. 


e fo} CA) Lo) ma [e TT 


Of course, the main function of this 
product is teaching geography. 
Packed into the software is data on 
over 200 different countries as well 
as the various continents and the 
Earth itself. Hundreds of pictures are 
included as well, including the flag of 
each country. Among the data listed 
for each nation is population, nation- 

EDO. s SI 
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al religion, per capita income, lan- 
guage, highest point and more. In 
addition, there are trivia facts about 
each country. 

Explore My First World Atlas, and 
the world will be your oyster. 


Qie 2208 [TED IET 
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“The humor and originality of Zork 
are always present. .. its images are the most spectacular 
in the history of video games” 

-JOYSTICK MAGAZINE 


“The interface may be revolutiona 
that has been absent heretofo 


CL (eae 


E m of Hollywood Actors Over 1 hour of Spoken Dialouge Revisit Flood Control Dam #3 Try to Outwit Devious Dwarves 


wv JASON HERVEY ROBIN LIVELY A. LANGER JASON LIVELY EDAN GROSS SAM JONES °° INFOCON ns ACTIVISION. "ss OE ASPERIN SM EM 
MFOCOm . "NATHAN WANG «TERI MASON 55 WILLIAM VOLK ® DOUG BARNETT EDDIE DOMBROWER “PETER SPRAGUE ACTIVISION. 


Available for IBM and Compatibles. Enhanced version for CD-ROM also available. 
To order: See your local retailer or call 1-800-477-3650 
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HAVE THE HERO ILLUSTRATED 
COME RIGHT TO YOUR DOOR! 


Get 12 issues of HERO for only $19.95! Send payment to: HERO 
ILLUSTRATED, P.O. Box 7344, Red Oak, IA 51591-0597 


Name 
Address 
City — — 1 
State ZIP 
. .... Payment Enclosed 
Credit Card Orders: 
. VISA 
Card No. E 
Exp. Date 
Signature 


For Faster Service, Call Toll-Free: 


1-800-444-3504 
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Close encounters nightly. 


For the cold reaches of space, there’s an awful lot 
of chummy people here. 

That’s because Federation II is no mere shoot-the- 
ship computer game. It’s an online universe full of 
people, romping and role-playing their way up the 
interstallar ladder of commerce, busily building their 
fortunes. And they'd love to throw some work your 
way so you can do the same — after the proper amount 
of bargaining, buying and bulling, of course. 

Good thing you can afford to stay and enjoy 


yourself. Our standard connect charge rate on GEnie 
is just $3.00 an hour in non-prime time. The 
subscription rate is only $8.95 a month. And 
that includes a credit for your first four hours of 
standard connect time each month!' 

So stop in for a visit, and see what an adult space 


dro eunti rentes itor 


1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. and selected holidays. 


GEnie is a registered trademark of General Ele 


Effective date as of 7/1/93, Prices subject to change without notice 
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fantasy is like. Meet us in Federation II — only 
on GEnie'. 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free:1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt, enter XTX99228, BARGAIN 
then press <RETURN> 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 


Have a major credit 


Federation IT 
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(When company presidents need 
analysis of hot trends and future 
possibilities, one of the names on 
speed dial is “Arnie Katz.” Writer, 
lecturer, designer, consultant and, 
now, editor of Electronic Games, 
Arnie gives readers of Computer 
Game Review and CD-ROM Enter- 
tainment an insider’s look at the 
world of electronic gaming. This 
month, Arnie discusses ideas for a 
National Gaming Exhibition. 

Last month, | presided over the 
funeral for a Great Experiment. No 
longer will the Summer Consumer 
Electronics Show permit gamers to 
see its marvels for one or more 
days. Now it’s time to stop lamenting 
the past and step into the future. 

Truthfully, public days at CES 
were never going to be the ideal 
solution, anyway. It was nice for 
ordinary gamers to see new prod- 
ucts, but all other elements of a suc- 
cessful fan convention were absent. 


COMPUTED 
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And since CES is, first and foremost, 
an industry event, this state of affairs 
wasn't going to change. 

So let’s wipe away those tears! It’s 
time to look at some other ways that 
a National Electronic Gaming Con- 
vention could happen. 

EIA could start an event. The 
Electronic Industry Association, 
sponsor of the twice-yearly Con- 
sumer Electronics Shows, could 
simply put together a consumer-ori- 
ented exposition. EIA is expansion- 
minded and would probably like to 
get something going, it has the 
industry contacts needed to round 
up exhibitors, and it has excellent 
experience in running big gather- 
ings. Biggest drawback: lack of 
experience with consumer events. 

Other convention promoters 
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could create an event. It is doubtful 
that any of the convention sponsors 
already in the electronics field would 
have enough interest in gaming to 
launch a National Convention. Still, 
Interface Group (Comdex) might 
consider such a con a brainy strate- 
gic move to solidify its position in 
interactive electronics. 

Possible National Convention 
sponsors from outside the field are 
plentiful. There are many media and 
pop culture conventions for the pub- 
lic, and it doesn't seem like such a 
jump from throwing a Comics or 
“Star Trek" convention to one built 
around electronic games. 

The SPA could orchestrate a 
Convention. A National Electronic 
Gaming Convention could prove a 
valuable and effective public rela- 
tions forum for computer and multi- 
media entertainment software pub- 


lishers. The Software Publishers 
Association could pull its members 
together into a joint sponsorship. 

If SPA doesn't feel ready to tackle 
a National Convention, an industry- 
run road show might be a stopgap 
that would at least bring fans togeth- 
er on a regional basis. Perhaps if a 
road show promotion proved viable, 
it could be the springboard to an 
annual event of larger scope. 

A magazine could hold a con- 
vention. It is unlikely that publishers 
of major professional electronic 
gaming magazines could work 
together harmoniously on such a 
project. Sad to say, a lot of publish- 
ers and editors lack the detached 
professionalism of game company 
executives. They might have trouble 
staying in the same room, much less 
pull together for the common good. 

It is possible that one large maga- 
zine producer could initiate a Nation- 


al Convention on its own. Since 
most editors are enthusiastic play- 
ers, such a National Convention 
might have many features of interest 
to gamers without sinking into a 
morass of unbridled hucksterism. 
This plan's main defect is that elec- 
tronic gaming fandom should not be 
the private preserve of any one com- 
pany. whether magazine publisher, 
software maker, or hardware manu- 
facturer. 

A magazine-controlled National 
Convention is much better than 
none, but it isn't the long-term solu- 
tion. Whichever publisher took the 
plunge should go into the project 
knowing that it must eventually be 
turned over to an independent group 
if itis to continue and grow. 


In my opinion, the best alternative 
would be to have electronic gaming 
fans themselves organize and run 
the National Convention. This could 
be accomplished through an ad hoc. 
committee or, possibly, the recently 
formed Gaming Enthusiasts of 
America (GEA). A fan-run conven- 
tion would promote the best inter- 
ests of the hobby over those of indi- 
vidual companies. Fans would give 
the National Convention the right 
non-commercial and non-competi- 
tive atmosphere, while assuring par- 
ticipating game companies an 
impartial arena. 

These don't exhaust the possibili- 
ties. | hope some of you will send 
me your concepts for a National 
Convention. l'll address a future 
installment of Computer Confidential 
to any ideas that deserve some 
wider discussion. I'd also like to 
know where, if it wasn't in your 
hometown, you think a National 
Convention should be held. 

- Arnie Katz 


Beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GemStone III'". That's because this is 
no kill-the-dragon computer game. And it goes far 
beyond other so-called “legends.” 

In this game, you're joining some of the best role- 
players and game masters from across the country 
online, in real time, in a vast mythical world of 
adventure, magic and medieval chivalry — rich with 
fascinating characters and demanding quests. 

GemStone III is a game you can play forever. And 
you can afford to — because GEnie's standard 
connect charge rate is just $3.00 an hour in 


non-prime time. Our subscription rate is only 
$8.95 a month. And that includes a credit for 
your first four hours of standard connect time 
each month!' 

This is the ultimate in fantasy — and your 
friends are already here. So sign onto GEnie* 
today, and welcome home to GemStone III. 


1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day 
Sat. and Sun. and selected holidays. 
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mStone III is a trademark of Simutronics Corp. 
Shadow World" is a registered trademark of Iron Crown Enterprises, Inc 
lemark of General Electric Company 

Optional graphic front-end program available for IBM PC only 


GEnie is a registered t 


For more information about GEnie in the U.S. or Canada, call 1-800-638-9636. 
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Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#=prompt,enter XTX99227, LEGEND 


then press <RETURN> Have a major credit 


card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. 


GemStone III" 
Shadow World® 


GEnie 


multi-player games 
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One of the things | like best about 
fans is that they are fearless in stat- 
ing their opinions. They may be 
wrongheaded half the time, but you 
seldom pause and wonder how they 
really feel about gaming, or anything 
else. 

| read a lot of ‘zines each month, 
So you'll forgive me if | have tem- 
porarily forgotten which fan recently 
expressed loathing for the phrase 
“new crop of fanzines.” He wanted 
the phrase wiped out of the lexicon 
of gaming writers. 

| may not remember the author, 
but | haven't let the thought slip from 
my mind. Be advised, Unknown Fan, 
that your words have been heard— 
and understood. Taken to heart, 
even. | recalled that comment just in 
time to crop the potentially offending 
phrase out of the headline for this 
column. Who says fanzines don’t 
influence the prozines? 

Now that I’ve demonstrated the 
irresistible power of the fan press, 
it’s time to sift through the big stack 
l've accumulated this month. Some 
good stuff here, too, like... 


Beyond Gaming #1 

Edited by Ryan Smith 

89 Arundel PI. 

St. Louis, MO 63105 

Bi-monthly, $1.00 per issue, 

26 pages 

Ryan offers two reasons for 
embarking on his new fanzine: 
prozines don't give his favorite top- 
ics enough space, and they pull 
punches due to pressure from 
advertisers. | only partially agree 
with his reasoning, but | can't quarrel 
with the result. Beyond Gaming is 
easily this month's best first issue. 

The Neoe*Geo and sports gaming 
are the twin stars of this spiral- 
bound, attractive publication. Coin- 
ops also get significant ink, possibly 
due to the SNK connection. | wish 
Ryan would give up the pseudony- 


COMPUTER GAME REVIEW 


[ 


mous reviewers and put his own 
name on his opinions, but it's hard to 
find much fault with such an impres- 
sive first step. With more experi- 
ence, Ryan could become a major 
fan editor. 


Counterpoint #3 

Edited by Tabitha Paige 

P.O. Box 88042 

Kentwood, MI 49518 

Frequent, $.50 per issue, 8 pages 

Paige, billed as electronic gaming 
fandom's first female fan-ed, pro- 
duces an informal, relaxed fanzine. 
It's more about the way the editor 
sees the world than any specific 
games. There are several pages of 
brief reviews, but most of the space 
goes to opinions about MTV, fan- 
dom, and Paige's place in the uni- 
verse. 

One of her most provocative com- 
ments resulted from the on-going 
discussion of how to address fan- 
dom's First (and only) Lady. After 
indicating that "Paige" is preferred, 
the editorial reads: "In fact, for all 
you know, it might be my first name. 
It might not be my name at all." 
That's a very perceptive comment 
about how easy it is to build an 
imaginary persona in the paper 
world of fanzines. Of course, the real 
fun of a hoax is revealing it to the 
dupes so they can salute your inge- 
nuity. 


Fantazine #4 

Edited by Pat Reynolds 

1740 Millbrook SE 

Grand Rapids, MI 49508 

Monthly, $1.50 per issue, 

22 pages 

This well-illustrated fanzine covers 
electronic gaming to a pop culture 
beat. Pat chides fan-eds for "kissing 
[up]" in game reviews, but his colum- 
nists and critics need no encourage- 
ment to vent their views. 

Several writers comment on the 


NDOM 


current censorship controversy, 
capped by Pat’s final-page article 
that puts the subject in perspective. 
Jess Ragan leads a staff that knows 
how to mix humor with opinion. Fan- 
tazine is already good, and it will get 
a lot better in the next few issues. 
Send for a sample, and see why it's 
one of my current favorites. 


Paradox #13 

Edited by Chris Johnston, 

Jason Whitman, Tim Johnson, 

Justin Schuh 

316 E. 11th Ave. 

Naperville, IL 60563-2708 

Frequent, $1.00, 18 pages 

This issue is slightly thinner than 
usual, but the quality doesn’t suffer. 
There aren't quite as many columns 
as usual, but everything is readable 
and thought-provoking. What more 
could you want from a fanzine? 

Four enthusiastic editors who love 
to share their ideas are the corner- 
stone of Paradox. Among this 
issue's hot topics are the curious 
history of the Lynx, the departure of 
Andy Eddy from the ranks of prozine 
editors and a skeptical view of 
announced Nintendo projects. 

James Catalano turns in his best 
effort to date, a review of coin-op 
translations for the Atari 2600. 
There's also a lot of excitement 
about Tabitha Paige. My wife is a 
female fanzine editor (science fiction 
fandom), so | sympathize with the 
hubbub over Counterpoint. Per- 
haps this enthusiastic reception will 
encourage women to publish elec- 
tronic gaming fanzines. 


Attention fanzine editors: If 
you'd like your fanzine reviewed 
in this column, send it to: Arnie 
Katz, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. | read and 
save every ‘zine sent, and l'II try 
to describe as many of them as 
possible each month. 


We don't know from friendly skies. 


You've beaten all the flight sims? A furball 
doesn't raise a sweat anymore? Ten minutes of 
WWI combat isn't even challenging? 

Hmm... Maybe you are ready for Air Warrior". 

It's the most realistic combat flying there is. This 
game does more than correctly model 28 different 


aircraft, right down to spins, stalls and buffeting. 
In Air Warrior, you're facing the ultimate foes — 


other human beings, aviation fanatics, playing online, 


in real time, for as long as you all can go. 

Good thing you can afford to stay and play. Our 
standard connect charge rate on GEnie is just $3.00 
an hour in non-prime time. The subscription rate is 
only $8.95 a month. and that includes a credit for 
your first four hours of standard connect time 
each month!' 


1 U.S. prices, Non-prime time: 6pm to Sam local time, Mon.- Fri. all day Sat. and Sun 
and selected holid: 

Air Warrior is a registered trademark of Kesmai Corporation. GEnie is a register 
trademark of Ge lectric Company.Graphic interface required and available 


selected machines. Effective date as of 7/1/93, Prices subject to cha without n 
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So if you think there are no challenges left, you've 
got to try this one. Air Warrior — on GEnie*. 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free:1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt, enter XTX99226, RESPECT 
then press <RETURN> 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 


Have a major credit 


Air Warrior 


on 


Viacom and QVC Battle it out for Paramount! 


For the top news this month, we 
turn to Viacom, whose recent pur- 
chase of ICOM Simulations played 
second banana to the company’s 
plans to absorb Paramount, a 
recent computer game entrant. 
While many thought it would take a 
destructive device capable of level- 
ing a city block to nix the Viacom 
deal, QVC Network, Inc. has come 
in with a substantially better offer for 
the entertainment giant. In the cen- 
ter of all of this? Rights to some 
entertainment biggies like The Firm, 
Star Trek and Cheers. Someone, 
lm sure, will make a made-for-TV 
movie about all of this. My guess as 


a likely candidate would be, of 
course, Paramount. 

Speaking of Viacom, Viacom New 
Media, nee ICOM, has announced 
that Global Golf has been tem- 
porarily shelved, since it wasn’t 
going to hit Christmas, ‘93. Bummer. 

It has been rumored that Play- 
mates, the company that makes a 
lot of the PVC action figures, like 
those for Star Trek and other toy 
license bonanzas, has started devel- 
oping a PC game branch. With the 
company’s excellent ties to many 
strong licenses, Playmates could 
well be one of the top developers 
very soon. 
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One of the cooler CD-ROM pro- 
jects to slip unnoticed into the office 
recently was Walkthroughs and 
Flybys CD, published by the Waite 
Group. An informative book gives 
you the low-down on some of the 
groovy things being done on the 
platform, but the real magic comes 
in the CD that’s packaged with the 
book. Many of the demos are highly 
cool, the “Big Demo” being the most 
impressive. Of everything on the 
CD, my vote goes for ROBO- 
TRUCK, a semi with legs, as one of 
the best. 

Over on the video game side of 
life, Nintendo and Sega both had 


Mortal Kombat released for their 
16-Bit systems. The Sega version 
included all of the gore and violence, 
while Nintendo dropped it. Admir- 
able, in this world of gratuitous vio- 
lence, but | personally was taken 
somewhat aback by the smug Nin- 
tendo press release that commented 
on the social acceptability of the 
game. If it was such a problem, why 
release it in the first place? Similarly, 
the omission of Nazi symbols, guard 
dogs and Hitler from the upcoming 
SNES release of Wolfenstein 3D is 
deplorable. 

Sanctuary Woods, makers of the 
Victor Vector & Yondo games for 
CD-ROM have announced that they 
will be included for quotation on 
NASDAQ’s small capitalization mar- 
ket under the symbol SWMCF. Up 
until now, the company's been trad- 
ed on the Vancouver Stock 


Exchange under SWD.V, and it will 
continue to be traded there. Wel- 
come to the big time, folks. 

A recent visit to our offices by 


Gametek stud Jim Masterson con- 
firmed several cool rumors about 
that company. Among them are an 
increased level of interest in the 
Macintosh, including Valkyrie, pre- 
viewed in this issue of CGR, and 
Mac Attack, a Tempest-like shoot- 
er. Also confirmed is that Gametek, 
in picking up many of Konami's old 
titles and affiliate labels, is also 
going after many of the titles Konami 
had pending. Thus it is that Game- 
tek now has release dates for Fron- 
tier (Elite Il) and is hard at work try- 
ing to get Hero Games (and thus 
Champions) into the fold. Go 
Gametek! 

Speaking of Tempest-like shoot- 
ers, the word from Microsoft is that 
if the first Microsoft Arcade 
(reviewed in this issue) does well, 
you can expect to see further edi- 
tions with other classic games. Natu- 
rally, | can only hope that the games 
Sell well, because there are a lot of 
classic arcade titles that | miss play- 
ing, like Moon Patrol, Venture, 


just one player." 


experience the multi-player dungeon 
epic that Strategy Plus Magazine 
calls “champion among multi-player 


fantasy games...a game too big for 


Vanguard, Berserk, Space Inva- 
ders, etc., etc., etc. 

Display Tech, Inc. has recently 
introduced the Mac Display Link, a 
handy device that takes the image 
on your Mac screen and allows you 
to convert it for use on conventional 
monitors, video projectors, right onto 
videotape and even onto televisions. 
Reportedly, the Display Tech tech 
wizards are hard at work doing the 
same thing for the PC. Now that 
would be cool! Imagine playing X- 
Wing or Strike Commander on a 
wide-screen TV! The mind boggles! 

The Reel Magic card may see 
some competition soon, since the 
word is that they are keeping a very 
tight wrap on the technology. In fact, 
the news is that they may only be 
licensing the technology out. Media 
Vision’s Captain Crunch (love that 
name) MPEG compression technol- 
ogy, is planned to be licensed for 
much less. | bet Creative Labs is 
going to try for a piece of this action! 

See y’all in thirty days! 


TRY THIS AND OVER 20 OTHER 
GREAT MULTI-PLAYER ON-LINE 
GAMES FREE! — CALL NOW! 


The ImagiNation Network is the worlds 
Premiere On-Line Games Network. You 
can access ImagiNation toll-free from 
most U.S, cities with your PC and modem. 


“You'll be hooked long after you solve 
the volcano s mysteries.” 
— QuestBusters 


User Dungeon! 


Welcome to “The Shadow of 
Yserbius,” the multi-player fantasy 
roleplaying epic on The ImagiNation 
Network. Join real people in real 
time as you search for the secrets of 
a cursed Kingdom buried beneath a 
live volcano. 


Everyone you meet could be a 


real live person, as literally thou- 


sands of people gather each night to 


vof of valid Credit Card and mention of this Computer Game Review Magazine Ad is required to take advantage of this free offer, #409 


Team up with a Wizard from 
Wisconsin, a Knight from New Jersey 
or a Thief from DC. Build your charac- 
ter by completing quests, acquiring 
spells, and gaining experience as you 


explore the labyrinths. Talk to Elves, 
Trolls, Gnomes, Dwarves, Orcs and 
maybe even a few humans from all 
over America. 

And you can take a FREE tour of the 
dungeons, just by calling the number to 


the right. You'll meet the nicest people 
Some of them may even let you live. 


Take on enemies 
with a sophisticat- 
ed combat system, 


develop a killer 


inventory, or form 


monstrous friend- 


ships with other 
adventurers. Explore 
a shadowy kingdom 
and be back in time = 
for bed. It’ all in a 
evening s play 


See your local. vetailer or call: 


800*743*7721 


IMAGINATION 


THE IMAGINATION NETWORK 
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CIAL EGM T-SHIRT FREE! 
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/ =F Alig E Each big full-color issue of EGM is packed 
EL LE EC Erud ix | © with In-Your-Face information and exclu- 
= p d sive coverage of the hottest video game 


action you can find. 
N TH j A EGM is the only mag loaded with special 
pe wan HEN WAITING FOR.. G pull-out strategy guides, killer maps, and 
< super secrets that will send your scores 
soaring! 


You'll find all this and more only in the 
biggest and best video game magazine! 
Be the first to get every action-packed 
page delivered to your door by subscribing 
today! 


ANN P ORCERS | 
ditm CHAMPIONS 


LAVA A AY 
BECOME A VIDEO GAME V.I.P, 
& GET YOUR EGM T-SHIRT FREE? 


Get 12 issues of EGM plus a collector's T-shirt for only $27.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 
Name __ 
Address 
City — 
State ZIP 
Payment Enclosed Bill Me 
Credit Card Orders: 
— VISA — MC 
Card No. 
Exp. Date 
Signature - i Lm. e 
T-Shirt Size: _ Small (FAM 16) — Large (HAS16) 


For Faster Service, Call Toll-Free: LOOK LIKE A PRO! 
foro SUBSCRIBE TO EGM! 


T-SHIRT/WITH PAID ORDERS ONLY. 


HITCH A RIDE WITH 
SAM & MAX... 
THEY DON’T BRAKE 
FOR ANYTHING!!! 


I CAN'T THINK OF 


MOVING CAR WITH A 
DELUSIONAL PSYCHOTIC 
UKE YOURSELF, 

LITTLE PAL! 


Join Freelance Police, Sam [don't call him a cartoon dog) and Max 
[a hyperkinetic, rabbity thing] as they pursue a runaway carnival Bigfoot 
across America's quirky underbelly. 


Based on Steve Purcell's unconventional cult comic books, Sam & Max will 
take you on an irreverent road trip adventure that will put hair on your back. 
Collide with tacky tourist traps and intimidate their bizarre denizens. 


* Edgy animation! e Full-screen graphics! 

e Twisted humor! * Easy, pop-up verb and dialog icons! 
* Gratuitous antisocial behavior! ^ 

e Mini-games to play when you're at work! 

* Roadside attractions your parents refused to stop at! 

So tune up the car, water the cat and make 

a half-crazed beeline to your nearest 

retailer for Sam & Max Hit the Road. 

Don't forget to bring clean underwear! 


AVAILABLE FOR THE IBM PC. COMING SOON FOR THE IBM CD ROM. 
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Welcome to another installment 
with the microcomputer medic. As 
usual, we've got several excellent 
letters that just beg for illumination, 
So let's get on with it: 


Q: Hi, Doc, I’m back for a check- 
up. The first time | visited you (CGR, 
1/93), you gave me a wonderful pre- 
scription [and] | was wondering if 
you could cure my illness this time. 

In the August issue of CGR, you 
mentioned to Victor Desneis that 
Sound Blaster [Creative Labs] uses 
its own MIDI [format]. Is this a prob- 
lem when it comes to playing CD 
games? The company I’m buying 
my computer from tells me that SB 
has its own CD-ROM drive. If SB 
has its own MIDI would this drive be 
a sound investment as far as game 
compatibility goes? Can you have 
two sound boards hooked up and 
working together? For example, an 
AdLib and a SB. If so, to what 
advantage? Also, how do you 
become a Playtester for a game 
company? One last thing, Doc: I 
know you started your practice in the 
fall, but not the exact date, so Happy 
Twelfth Anniversary! 

Riley D. Holder 
Ocoee, FL 

A: Why thank you, Riley! Your 
question regarding Creative Labs’ 
Sound Blaster technology brings up 
an interesting issue. The Sound 
Blaster Pro is the CL system that's 
generally used to run CD-ROM dri- 
ves—in fact, that's what we use here 
at the office to diagnose ailing com- 
puter software. It does create some 
compatibility problems, however, if 
you should wish to upgrade. 
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It's also true that more than one 
sound board can be employed on a 
system, but with today's boards, this 
will probably soon be a thing of the 
past. There are some combinations 
that have proven popular. Many 
gamers use a Roland sound board 
to get first-rate music, yet employ a 
SB for speech. Most games that 
contain extensive sound effects and 
musical scoring will ask the user 
during the installation process which 
sound board they want to use for 
each function. 

As for becoming a playtester, | 
would recommend moving to an 
area where lots of electronic games 
are produced—the Chicago area for 
coin-ops, Silicon Valley, San Fran- 
cisco, Washington state, etc.—and 
applying for a job. You'd be aston- 
ished at the number of top pros 
who've come up the ranks from tech 
support and game testing. There are 
also companies which do nothing 
but game testing. These outfits are 
used by many software producers to 
check for system bugs and other 
technical infelicities. Best of luck! 


Q: Can you help me find a copy of 
the [PC version of] Stratego? | know 
that it is out of production by Acco- 
lade. 

Lynn C. Hunt 
No. Reading, MA 

A: While the game, which was 
produced for the PC and Mac Il, 
may be out of production, that 
doesn't mean you won't still be able 
to find it. Start calling the local soft- 
ware stores. If that draws a blank, 
check out mail order houses. The 
game is only a couple of years old, 
and strategy games stay in circula- 
tion longer than other genres. 


Q&A QUICKIES: David Arnold of 
Morehead, KY—and several other 
readers—are unhappy that their 
Super-VGA boards don’t support 


VESA drivers, which are required to 
play games such as V for Victory 
(360 Software) and Links 386 
(Access).The best suggestion | can 
offer is to contact Access (1-800- 
800-4880) and purchase a VESA- 
compatible SVGA board from them. 
Access is selling the boards at virtu- 
al cost, well under a hundred bucks, 
to help gamers with this dilemma 
and enable them to enjoy Links... 
Finally, Charles A. Varney Jr. of 
Clark, NJ, has a helpful prescription 
that a lot of computer gamers are 
already using. He is responding to a 
missive from Stephen F. Russell 
who claimed he hadn’t enough room 
on his computer to load a mouse dri- 
ver, DBLSPACE, and still have 
enough memory to play Serpent Isle 
(Origin): “...it sounds to me as if his 
mouse driver is in conventional 
memory. Ouch! That's 25K of prime, 
usable memory... DeviceHigh that 
driver, Stephen. Also, the on-line 
help in DOS 6 states that by using 
the line: 

DeviceHigh = [drive: ][path] 
DBLSPACE.SYS/Move 

(where items in brackets are option- 
al) in your CONFIG.SYS file, you 
can move the DBLSPACE.BIN into 
upper memory. . .| do know that 
there are some games out there that 
eat up conventional memory as if 
you had some to spare. Because of 
games like this, | learned how to put 
as much into upper memory as | 
could. | tossed my SETVER.EXE up 
there. Loading High is like sweeping 
dirt under a rug. Sure you know it’s 
there, but your floor looks clean and 
that's what's important." 

Thanks, Charles, that's a great 
metaphor. And good advice. 

All of which just about wipes us 
out for this issue. Remember to 
send those questions, comments, 
corrections, etc. to: Game Doctor 
(CGR) 330 S. Decatur, Ste. 152, 
Las Vegas, NV 89107. 


CHOOSE FROM FOUR DIFFERENT TABLES... 
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IGNITION. "NIGHTMARE BEATBOX STEEL WHEEL 
ACTUAL COMBINED SCREENSHOTS 

e Fast full screen table scrolling 

e Totally authentic ball movement 

e Realistic sound effects and music 

e High resolution color graphics 


The original pinball game for your computer. Available for PC and Amiga. 


Unnatural Selection 
by Maxis 


The food supply of the world is a 
problem that has perplexed pundits 
for years, but it seems that no one 
really does anything about it. That's 
what you were working on until 
recently, when your companion, Dr. 
Ingrid Skinner, fled the project, tak- 
ing the genetically altered Theroids 
with her. The Theroids are incredibly 
powerful beasts that Skinner is still 
experimenting on. While it isn't 
known for sure what she is doing, 
the current theory is that she is 
breeding and mutating them into an 
unstoppable army of killer mutants. 
Now, you have to stop her. 


D 


The only way to beat Skinner is to 
play her game. The only way to play 
her game is to create your own 
breed of Theroids and take the bat- 
tle to her islands in the South Pacific 
where her research continues. 
Unfortunately for you, much of your 
work was lost when Skinner fled. In 
your favor, however, is the excellent 
lab facility on board a naval carrier 
provided for you by the military and 
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the assistance of your associate Dr. 
Andrews, who also worked on the 
original project with you and Dr. 
Skinner. 


The laboratory gives you complete 
control over every aspect of your 
Theroids habitat including the size of 
their pens and the amount of food 
they receive. To keep them free of 
contamination, food is pushed up 
through the floor, giving the Theroids 
an ample supply. 

You can also create new muta- 
tions with radiation, making your 
beasts more aggressive, more prone 
to mating or more apt to eat, and 
thus survive. You can also allow 
these new creatures to mutate at 
various levels, providing you with dif- 
ferent creatures without the need for 


Em 


Formats: — | PC and compatibles 
VGA 


Most major 


Available: 


Retail Price: 


chemicals. Of course, at first, not all 
of the modules are up and running. 
While you deal with the creatures 
themselves, Andrews is hard at work 
getting you access to more and 
more control. As you near your first 
battle, Andrews will bring you on-line 
with the database, allowing you to 
Sort your creations in a variety of 
ways, including viral infection 
caused by the radiation treatments. 


Unnatural Selection should be 
available by the end of the year. The 
game will require a 386SX or better 
processor, 640K RAM and expand- 
ed memory for digitized speech. 
Unnatural Selection will support 
most major sound cards. Prepare 
yourself for the ultimate combination 
of science and brute strength! 
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NEWs 
SimCity 2000 


by Maxis 


Spend too much time cursing traf- 
fic? Wonder just who in the blazes 
decided to put your job so far away 
from your apartment building? Need 
to fulfill that creative urge deep 
inside, the one that knows the best 
way to design, build and run a beau- 
tiful, functional city? 


EE Um 


The city view is rotatable and allows for 
zooming in or out. 


In this major upgrade of Maxis' 
award-winning classic SimCity, the 
player has access not only to the 
same simple and powerful controls, 
but also to increased detail, more 
economic options, and expanded 
infrastructure choices to make. 

Should your dream city use only 
rail lines to herd the Sims to work, or 
will you allow a bustling road net- 
work to spring into place? They'll 
appreciate the freedom, but com- 
plain about the traffic and pollution. 
Bus stations and subways help, but 
don't eliminate the need for your 
growing population to travel. 

Your citizens need places to live. 
Do you zone large plots of land as 


Several new features are available, like 
schools, hospitals and universities. 
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cheap apartment buildings, or allow 
expensive condos along the water- 
front to dominate the living land- 
scape? You'll need both, and Sims 
won't live there if they don't like it. 
They'll also only shop in areas that 
are easy to reach. How much of the 
and can you sign over to shops and 


Sewers, subways and water mains build a 
cityscape underground as well. 


gas stations and where will the sil- 
ver-glassed office buildings go? 
There's a limited amount of choice 
locations in the wooded hills or over- 
looking the river. 

The Sims also need jobs and 
places to work. If too few heavy 
industries move in, lower the taxes 
on automotive factories and chemi- 
cal plants. If the local financial sector 
needs a boost, do the same. Watch 
over your city's economy, patching 
the weak spots and rewarding the 
strong ones. 


Neighboring cities and different types of 
industry add to the realism of city growth. 


E 


Don't forget the social infrastruc- 
ture, however. The Sims need 
schools, libraries and hospitals, well- 
funded police departments and pris- 
ons and fire stations in good loca- 
tions. As time goes by, and your city 
grows, they'll want a stadium, zoos, 
parks and maybe even a marina. 

The physical infrastructure needs 
watching over as well. All these 
buildings need power: nuclear, coal, 


Newspaper Debug Peperoni 
$95,900 


Infrastructure options expand with new 
technology, increasing year by year. 


or petroleum? Hydroelectric or 
wind? You'll need power lines and 
water treatment centers as much as 
museums and airports. The newspa- 
pers will tell you what your people 
demand; you must build it for them. 
If the city grows well, your popula- 
tion will reward you with bonuses 
like a mansion, a majestic city hall, 
and more. As technology advances, 
you can even watch your people 
move into huge arcologies, struc- 
tures designed to hold and support 
10,000 or more people 


The city's budget is detailed by individual 
ordinances as well as taxes and bonds. 


SimCity 2000 owes a large debt to 
its predecessor (even allowing 
importing and converting your old 
cities), but brings the economic 
modeling, graphics, and city man- 
agement into the 21st century. Sim- 
fans take heed: the face of simula- 
tion has moved into the future. 
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PC and Macintosh 
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Retail Price: $69.95 
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Shooting Game roe 


' MOTION 
PICTURE 


M. Dog McCree is known worldwide as one of the highest rated arcade games and is the first interactive shooting game with real live motion picture 
action. Mad Dog and his men have kidnapped the town's mayor and his daughter. To save the town, you will be challenged by a saloon full 
of outlaws, a hair-raising bank robbery, gunfighters, a slew of Old West ambushes, and Mad Dog himself. 


Call 1-800-758- HOME or visit your local retailer 


A licensed product from American Laser Games published by International Business Machines Corporation. © Copyright American Laser Games 1990, 1993. © Copyright International Business 
Machines Corporation, 1993. All rights reserved. Mad Dog McCree is a trademark of American Laser Games. Funsation is a trademark of International Business Machines Corporation. 


Rebel Assault 


by LucasArts 


What does it take to be a success- 
ful pilot for the Rebel: Alliance? 
Courage, loyalty, reflexes anda 
sharp eye. Others say you need the 
Force. What you really need, 
though, is a CD-ROM drive, a PC 
and a copy of Rebel Assault from 
LucasArts. This new high-tech simu- 
lation/action game puts you in the 
cockpit of several different Rebel 
craft as you take on wave after wave 
of Imperial ships. 


STRENGTH snm PILOTS 


Rebel Assault features fifteen lev- 
els of arcade action that include ren- 
dered 3-D ships, people and terrain, 
full-motion video and digitized voice 
as well as clips from the Star Wars 
trilogy of films. The additional stor- 
age space available with CD-ROM 
has also enabled LucasArts to 
include the actual John Williams and 
the London Symphony movie sound- 
track instead of the computer gener- 
ated music found in most games. 
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PILOTS GU) — SCURE 


STRENGTH snm 


The result of using 3-D graphics 
throughout the game enables the 
player to be drawn into a realistic 
world complete with rocky planet 
surfaces and asteroids. CD-ROM 
enables all parts of the game to be 
totally fleshed-out, making the game 
look more exciting. 

Among the vehicles available for 
flight are the T16 Skyhopper, 
snowspeeders (from Empire Strikes 
Back), and X-wing and A-wing 


starfighters. The initial training mis- 
sions will enable the player to get 


STIG | mmm PILOTS Www SCORE 


used to 
handle and their capabilities. After 


he way each of the ships 


training, the pilot takes part in three 
different tours of duty, each made up 
of several missions. The tours are: 
defend Tatooine against Imperia 
attack, battle for the Rebel base on 
Hoth, and destroy the Death Star. 
To complete each mission, you mus. 
be able to navigate asteroid fields 
and more, take down giant Walkers 
and escape through a corridor filled 
with Imperial Stormtroopers invading 
the base. 

Rebel Assault is LucasArts’ firs 
CD-only title. The company plans to 
have the game available sometime 
in November this year. It will feature 
VGA graphics and will require a CD- 
ROM drive to play. 


Most major| 
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avaiable: 
Retail Price: 


We recently got the chance to sit 
down with Vince Lee, the project 
manager and head programmer of 
Rebel Assault, to talk with him about 
how the project started and where 
it's going. . . 


CGR: How did you get involved 
with this project? 

VL: “We were interested in doing a 
game based on the Star Wars uni- 
verse that included images of planet 
surfaces in addition to the in-space 
sequences that were depicted in X- 
Wing. | initially did several tests with 
3-D which got everyone excited. 
Eventually, this evolved into Rebel 
Assault.” 


CGR: How many people are work- 
ing on the project? 

VL: “Depending on where we were 
in the project, a team of between 
four and ten people; designers, pro- 
grammers and artists, has been 
working on the game for about a 
year and a half.” 


CGR: What was the most exciting 
part of the development? 

VL: “It's especially exciting right 
now. Until recently, l've only had 
pieces of the game; 3-D art, video, 
music and so forth. | could visualize 
the end result in my mind, but | 
couldn't show it to anyone. Now the 
levels are being assembled and inte- 
grated." 


CGR: What have you done with 
Rebel Assault that you haven't 
done in previous games, other 
than the video footage? 

VL: "Working with CD-ROM as the 
primary platform for this game has 
made a lot of really cool things pos- 
sible just because of the vast stor- 
age capability. All of the graphics 
are in 3-D; the ships, terrain and 
even human figures. In terms of the 


video footage, we have scenes from 
the Star Wars movie as well as origi- 
nal footage we shot. We've also 
incorporated a digitized-not synthe- 
sized—sound track featuring the orig- 
inal Star Wars score as performed 
by the London Symphony Orchestra. 
Finally, Rebel Assault has full 
speech." 


CGR: What other games have you 
worked on? 

VL: "Before this, | did mainly Amiga 
conversions of IBM titles. So | 
worked on the Monkey Island and 
Indiana Jones games." 


CGR: How "large" is the game in 
terms of missions, etc.? What 
kind of scenarios does it feature? 
VL: "The game features fifteen lev- 
els of play and many cinematic inter- 
ludes. Scenarios include flying 
snowspeeders into ice caves, 
attacking Imperial Walkers, flying the 
trench run through the Death Star, 
practicing skills in canyons on Yavin 
and Tatooine, taking on TIE fighters 
in an asteroid field and many oth- 
ers." 


CGR: What's your favorite part of 
the game? 

VL: "If | had to pick a favorite level, | 
would have to say the level where 
you're chasing TIE Fighters through 
an asteroid field." 


CGR: Are there any features you 
are particularly proud of in Rebel 
Assault? 

VL: “I’m very pleased with the gen- 
eral look of the game, the way the 3- 
D art turned out and how it's so well 
integrated with the video and inter- 
active components. But even more 
than the visuals, I’m really proud of 
the level of interactivity. A lot of CD- 
ROM titles are either straight ports 
of PC products or designed for CD- 


ROM, but weak in the area of inter- 
activity. With Rebel Assault, we've 
made every effort to keep the level 
of interactivity high and engaging." 


CGR: What sort of unique prob- 
lems did Rebel Assault present 
both from a design standpoint 
and from a programming stand- 
point? 

VL: "Aside from the challenge of 
integrating the interactive levels, cut 
scenes and video footage, | can 
think of three hurdles | had to over- 
come with this project. First, in terms 
of the design, even though Rebel 
Assault is an action/arcade type of 
game, | wanted to base the action in 
a compelling story about the contin- 
uing battle between the Rebel 
Alliance and the Empire. Two chal- 
lenges | had to surmount in the pro- 
gramming end of things were 
achieving smooth animation, which 
is almost impossible on the PC plat- 
form, and coming up with a way to 
play digitized speech, music and 
Sound effects simultaneously." 


CGR: Did George Lucas have any 
input on the project or the final 
look and feel of the game? 

VL: “He saw Rebel Assault a few 
weeks ago and gave us some very 
positive comments. We mainly dis- 
cussed film production-related 
issues with him like staging, lighting 
and camera angles. In general, 
though, he gives us a lot of latitude 
in making games, even when they're 
about Star Wars, because he knows 
that's what we do best." 
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TOWER! 


Tower cab simulator. 


Photo-realistic graphics 
and features like a 
360’ scrollable view, 
easy access informa- 
tion displays and 
extended vocabulary 
voice recognition put 
you right in the middle 
of all of the action. 


Tower. puts you in the controller's chair high 
atop the tower cab of a maior airport to choreo- 
graph the movement of the incoming and outgoing 
air traffic. 


You control runway activity, ground crews and 
terminal traffic through a 360” scrollable outthe- 
window view with your keyboard or mouse. Local 
radar displays and easy-access information displays 
give you crash reports, news stories and more. You 
can also link, via modem, with Microsoft's® Flight 
Simulator? and Mallard's Air Traffic Controller" 

Character-style game play allows you to work 
your way up the 'corporate ladder' of each airport 
gaining perks, acquiring passwords to new levels 
and getting promoted accordingly. Points are 
scored depending on varying levels of traffic at 
different airports, types of pilots, time of day, weather 
conditions and the problems and emergencies that 
face the controller on the job every day. 


So if you think you're up to the challenge of 
directing traffic of a 'big league' international airport, 
get to your local software retailer for the arrival of 
Tower! From the publisher of today's hottest flight 
simulation enhancement products, Mallard Software. 
Who else? 


Mallard. 


See your software retailer or, for ordering information, call 


1-800-WEB-FEET 


© 1993 Mallard Software, Inc. 
© 1993 Aviation Simulations, Inc. 


Aces of the Deep 
by Dynamix 


Over a thousand U-Boats prowled 
the oceans of the world between 
September 1939 and June 1945, 
silently strangling supply lanes and 
striking warships from the quiet 
murky depths. War blossomed 
under the sea as well as over it as 
sealed ships of steel ruled the line 
between hunter and hunted. Depth- 
charges met torpedoes as nations 
struggled to maintain their precari- 


» j f i =" 
ous holds over the ice-cold waters of 
the North Atlantic. 

Now you can take command of 
these silent wolves of the deep as 
the creators of Red Baron and Aces 
of the Pacific bring you what they 
consider their best simulation yet. 
Aces of the Deep is the most techni- 
cally advanced WW II German U- 
Boat simulation ever created. 

The rolling feel of the ocean is 
captured in a full 3-D environment, 
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including waves, whitecaps, fog, 
clouds and weather effects. Digitized 
sounds include creaking hulls and 
the twisting metal of sinking ships as 
well as digitized German speech. 
Amazing special effects are integrat- 
ed with game play, such as explo- 
sions, burning ships and dramatic 
sinkings. 

Historically detailed missions await 
your command, complete with 
famous battles, captains, ships and 
aircraft. The engine is outfitted with 
a highly sophisticated artificial intelli- 
gence ready to confront you in either 
single mission, training, or career 
modes of play. Adjustable realism 
settings are also available for play- 
ers of all skill levels. 

Realism was a main priority in the 
design of Aces of the Deep. Weath- 


er changes during long cruises, with 
a full gamut of weather states possi- 
ble. In inclement weather, the tar- 
gets will roll and sink with the sur- 
face of the sea making accuracy dif- 
ficult. Tactics will evolve with tech- 
nology as the war progresses. New 
detection systems and counter mea- 
sures as well as weaponry will 
deploy to the player at the appropri- 
ate historical time. 

The targets, too, change with time. 
Nine different types of aircraft from 
fighters to bombers will fill the skies 
over the seas while you stalk your 
targets: 3-D Gouraud-shaded ships 
including battleships, cruisers, carri- 
ers (fleet and escort), destroyers, 
sloops, frigates, corvettes, 
freighters, troopships and tankers. 
As your hunt becomes a success, 
watch them sink realistically, break- 
ing apart or going down stern first or 
bow first. 

Three main types of U-Boats are 
available to the player, with sub- 
classes of each. Missions extend 
from the freezing North Atlantic to 
the balmy waters of the Caribbean. 
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Dominant Species 
by R.A.W. Entertainment 


Years ago, Charles Darwin devel- 
oped the theory of evolution to 
explain why some species survived 
and some didn’t and why some ani- 
mals of a given species behaved the 
way they did in one environment and 
differently in another. The theory has 
been controversial ever since its 
beginnings, but to many the idea of 
evolution is intriguing. Now, imagine 
that the evolution of Earth is starting 
over and this time, you not only have 
a chance to guide and mold it 
towards a given end, but that you 
are in competition against others 
doing the same thing. 

As you compete, the Earth itself 
follows the same pattern it did in its 
formation, going through successive 
periods and eras. The game begins 
in the Precambrian Era when life, 
according to the theory of evolution, 
began. From here, you will move 
through fourteen game turns, each a 
different period in the development 
of life and the planet. At each stage, 
you must make decisions about 
what you want your species to 
become, how it will move, what it will 
eat and more. 


Doninant 


Species 


PRECAMBRIAN 
PERIOD 


Sol luriah 


As you start, your creature is just 
an amoeba, one of the most basic 
forms of life. The possibilities you 
can create are almost endless. 
Using the various choices available, 
more than 30 billion different species 
can be created. For your life forms 
to make it all the way to the present 
day, they will not only need a readily 
available food source and the ability 
to escape predators. They will also 
need to adapt to the changing world. 
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The world of the game is not stat- 
ic. As the Earth moves from period 
to period, climates and habitats 
change, sometimes dramatically. 
Added to this is the pressure from 
the other players who are trying to 
establish their own dominance on 
the planet. By making the right 
choices, the player can insure that 
his or her animals are at the top of 
the food chain, while those of other 
plays are mere fodder. 


Place your new creatures in the right habi- 
tat, or you may not last long. 


To be truly successful, it is impor- 
tant to understand the concept of 
niches, which. are defined in the 
game as a single food source within 
a habitat. Thus, it’s important that 
your creatures have a food source 
supplied by their habitat. This is also 
important when two or more species 
inhabit the same area and have the 
same food source. Victory is earned 
with victory points, which in large 
part are calculated by the number of 
niches occupied by the player’s 
creatures. Other points are allotted 
for having diverse animals and fur- 
ther points are given for developing 
intelligence. 


Each turn consists of four distinct 
parts. The first phase is mutation, 
where each player actually creates 
the new species with which they 
wish to populate the Earth. The sec- 
ond phase is spreading. In this part 
of the turn, the animals, who begin 
from a mutation at a given spot, 


The list of possible traits is long and all- 
encompassing. 

begin to disperse around the globe. 
They will travel to all continents with 
suitable terrain. Third is food decla- 
ration. If a species has changed its 
food source, it must now declare 
what its new food source will be. 
The last and most important part of 
each turn is survival. Food chain and 


When building your animals, refer to the on- 
line help to pick the right traits. 


niche calculations are worked out to 
determine which species make it 
and which ones don't. 

For a chance to really play creator 
on a global scale, keep a watch for 
Dominant Species. 
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Mechwarrior Il: 
The Clans 


by Activision 


Not everyone has what it takes to 
strap themselves into a 100 ton 
machine packing enough firepower 
to level a city, but then again, you 
aren't just anybody. As a member of 
one of six warring clans, you live in a 
world where your worth is measured 
in honor and glory, and these valu- 
able commodities can only be traded 
on the field of battle. Warfare has 
moved into the 31st Century, and 
gone are the days of infantry and 
tanks. Now, battles are fought by a 
combination of man and machine; 
pilots and mechs powerful enough to 
destroy a modern battalion. Of 
course, that's what your enemy is 
piloting, too. 

As your clan struggles for domi- 
nance, you will battle on various 
landscapes including frozen tundras 
and desert wastelands. Day mis- 
sions, night missions, mountain ter- 
rain and urban landscapes will all be 
a part of the action, and all will fea- 
ture texture-mapped 3-D graphics. 
Create your own scenarios by 
selecting from hundreds of different 
missions. To be successful, you'll 
need to master the tricks and tech- 
niques of piloting 16 different mechs 
and over forty different weapons 
systems. Customize your Mech with 
particle projectile cannons, lasers, 
gauss guns, missiles and more to 
put more punch into your offensive 
assault. Add on jump jets for sur- 
prise attack abilities or an extra push 
when escaping a superior foe. 


Realistic movement and detail bring your 
Mechs to life in Mechwarrior Il. 
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Two Mechs forego distance weapons and 
near each other for close combat. 


If you don't think your Mech can 
handle a mission, trade with other 
clan members to get the capabilities 
you need. After all, even though 
your Mechs become an extension of 
your body, you and your clan mem- 
bers must cooperate if you are to 
survive the difficult battles ahead. 

Of course, playing against comput- 
er opponents can get a little old. 
Mechwarrior Il allows you to play 
against a human opponent via 
modem for a true test of combat 
ability. Or, for more realistic mis- 


p" e eg d 


Select and customize your Mech to make it 
ready for battle. 


sions, team up with another human 
player and cooperate to accomplish 
your mission objectives. Another 
Mech can mean the difference 
between success and failure! 

If you are looking for a fast fix of 
action and excitement, a quick start 
option allows you to jump right into 
the simulation without choosing a 
clan or a career. For those interest- 


Sixteen different Mechs are included for you 
to customize. 


Control the action from your cockpit for a 
good view of the battlefield. 


ed in playing the full simulation, 
select the group you wish to repre- 
sent and begin a long and rewarding 
career as a Mech pilot. 

Mechwarrior Il features real-time 
action and combat. Instead of hav- 
ing the luxury of thinking each move 
out and then going ahead with it, 
you’ve got to be good enough and 
aware enough to act on a moment's 
notice and to see the entire battle- 
field from the cockpit of your Mech. 
Use external views to help locate 
your enemy, then target, lock-on and 
destroy them with your powerful 
arsenal. 

Mechwarrior Il: The Clans is based 
on the popular FASA BattleTech 
series of pen-and-paper games. The 
game will feature VGA graphics and 
will support most major sound 
boards. Mechwarrior 2 will require a 
386 or better, 2 MB RAM and a hard 
drive to play. 


Speed, strength and accuracy make a Mech 
unstoppable! 


TECH SPECS 


PC and compatibles: 


bat 


sound boards 
[Theme: — | 


heme: 
Availabl 4th Qua ‘93 
Retail Price: | $69.95] 


Games For The Power-Hungry 


Make the big decisions with four addictive strategy games from MicroProse. 


Sid Meier's Civilization ' 


Play entertainment software's most highly acclaimed computer game! 
As the guiding spirit of your own civilization, you'll build complex cities, 
balance economic growth with military power, and compete with 


history's greatest leaders. 


Sid Meier's 
Railroad Tycoon” Deluxe 
Play the award-winning MicroProse strategy game 
with all-new features! Build a sprawling railroad empire 
across six world regions! Watch your empire unfold with 
enhanced VGA 
graphics! Operate 
over 40 trains, 
each with its own 
speed and cargo 
capabilities! And 
even compete against 
history’s legendary 
Rail Barons! 


Gokani la legata 
AE AT mess per hon. 


OFTWARE 


NMENT 


LY FUN SOFTWAR 


1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


Build An Fmpire To Stand The Test Of Time 


Master Of Orion" 


Play the all-new game of space exploration and 
combat from MicroProse! With a powerful fleet of 
space ships at your command, you'll battle, trade, 
and negotiate with ten alien races. Develop new 
technologies. And expand your colossal empire as 
you inhabit or exploit inhospitable worlds. 


Ehud eri erpiter ti per thes galeoy 


^N 


Tt get our free catalog, call 1-800-879-PLAY Mon.-F 0 am-5:00 pm est | 
or fill out the coupon and mail it to: MicroProse Software, Inc. >| 

| 180 Lakefront Drive * Dept. D10 * Hunt Valley, MD 21030-2245 

| Name 


| Address; 
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Shadowcaster 
by Origin 


Like the rest of your tribe, you 
were born with the ability to change 
your shape. When war threatened 
your peace-loving folk, you were 
brought to the modern world to pro- 
tect your future. You grew up here 
with no knowledge of your 


shapeshifting abilities or the enmity 
of evil gods toward you. But when 
the old man who sent you to the 
future reveals your past to you and 
your true name of Shadowcaster, 
you are thrust back to your real time 


21st CENTURY 
ACCOLADE 

ACTIVISION 

ADLIB MULTIMEDIA 
APOGEE 

BR®DERBUND 

CH PRODUCTS 

CHIPS AND BITS 
CREATIVE LABS 
DOMARK 

ELECTRONIC ARTS 
ELECTRONICS BOUTIQUE 
G.E. GENIE 

G.E. INFORMATION SYSTEMS 
IBM 

IMAGINATION NETWORK 
IMPRESSIONS 

INTERPLAY 

LUCASARTS 

MALLARD 

MEDIAVISION 


with your ancient fury and one goal: 
find the shrine located in the ruins. 
As Shadowcaster, you have six 
different forms to choose from at 
will. Each of them has particular 
strengths and weaknesses. For 
instance, one form is very quick and 
agile but extremely weak and vulner- 
able, while another is very strong 
and powerful but slow. In each situa- 
tion, you must choose the correct 
shape to give you the best chance of 
surviving. Because of the different 
possibilities, Shadowcaster gives the 
player unlimited replayability. 
Shadowcaster brings the interface 
of Origin’s Ultima Underworld games 
to the next level. The game presents 
the player with very little text, and 
icon-based interface and eliminates 


TECH SPECS 


Developer: 


pem Most major 

sound cards 
the need for the character to rest, 
eat and memorize spells. 

As you travel, you will encounter 
many strange and deadly creatures. 
Walk, run, fly and swim through both 
indoor and outdoor environments 
including castles, caves, mines and 
volcanoes. 


ADVERTISER'S INDEX 
133 MICROLEAGUE INTERACTIVE 69,71 
135,143 MICROPROSE 147,169,191 
121,157,177 NEW WORLD COMPUTING 49 
162 ORCHID TECHNOLOGIES 173 
3 ORIGIN SYSTEMS 63,65,67 
7 PAPYRUS PUBLISHING 9 
43 PSYGNOSIS 21,35,41 
159 QUADRA INTERACTIVE 154 
IFC QUANTUM QUALITY 55,57,59,61 
25,26,27 REVELL/MONOGRAM 119 
OBC SIGMA DESIGNS 74,75 
79-118 SOFTWARE SORCERY 11,13 
123,125,127 SPECTRUM HOLOBYTE 16,17,29 
5 SPIRIT OF DISCOVERY IBC 
137 STRATEGIC SIMULATIONS 165,181,189 
128,129 THREE-SIXTY PACIFIC 38,39 
31,33 TRIAX CONTROLS 193 
149 TSUNAMI 19,51,77 
131,155 TWIN DOLPHIN GAMES 167 
141,171 VIACOM NEW MEDIA 53 
145,151,185 VIRGIN GAMES 46,47,153 
187 WEDGWOOD RENTAL 12 


MEGATECH 


COMPUTER GAME REVIEW 


| a | PF 
JUDGMENT R 


Join Captain James T. Kirk and the crew of the U.S.S. Enterprise™ 
in all new episodes that place you in command. Beam down to 
alien worlds, communicate with new life forms and take the helm 
as you join the legendary crew of the Starship Enterprise™ in their 
continuing five year mission to explore the final frontier. 


L g" s. "y 
A dpt 17922 Fitch Ave. 
Software © 1993 Interplay Productions, Inc. All rights reserved. Star Trek" ® and © 1993 Paramount Pictures. All rights reserved. WA uz = Irvine,CA 92714 
Star Trek is a registered trademark of Paramount Pictures. CL—- (714) 553-6678 


Delta-V 


by Bethesda Softworks 


“So, you wanta know about run- 
nin’? The Net’s the most dangerous 
cyber-dream you'll ever have, ‘cept 
its not a dream. Every psi-imp and 
comp-jack will try and cut your Trace 
out from under you. You gotta be 
ruthless and quick, huggin’ the lat- 
tice like a Olthan lungworm on a 
Borian air-grazer. Once you jack in, 
it’s just you and your Trace. No 
cephimplants, neruojacks or 
amphethols will help you on a Run. 


It's you or them. Like | always said, 
Netrunnin' is like a drug, the speed 
gets you higher than a 'ject of 
Cephiliene Blue, but a mistake'll 
leave you deader than a jacked out 
straightliner. That, chum, is as per- 
manent as it gets." 

Grothan Jhir, ex-Netrunner 


Welcome to the world of the 
Netrunner where genetically 
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enhanced humans interface with the 
cyber-reality of the Net. Here, they 
race incredibly fast vehicles down a 
virtual trench, competing against 
other Netrunners in this deadly 
game. 

As a Netrunner, you will control 
the most agile racer known to man. 
In this world and at this speed, 
thought and action have to be as 
one. Mistakes are paid for in blood. 
Survive, and you can use points to 
modify your Trace Vehicle with more 
armor, better weaponry and more 
Speed. Then, jack back into the Net 
for another run. 

In the Net, you'll have to fly as fast 
as you can with as much control as 
you can manage. Hitting the walls is 
just and dangerous and deadly as 
being hit by one of your opponent's 
weapons. The best Netrunners will 
outfit their vehicles with a combina- 
tion of speed, weapons and armor, 
giving them a better chance to sur- 
vive almost any circumstance. 

Without armor, you don't have a 
chance to make it all the way 
through the trench. The faster you 
can go, the harder you are to hit. 
While you probably could survive 


and perhaps even thrive without 
weapons, you can be sure to win if 
you wipe out all of the competition. 
Once you've mastered your way 
around the Net against computer 
opponents, you can really explore 
the cyber-reality with the modem 
game. Up to six Netrunners can 
compete for dominance and destruc- 
tion at the same time. This opportu- 
nity to play head-to-head against so 
many enemies brings a new level of 
excitement to the simulation. 
Delta-V features 3-D-polygonal 
full-color graphics with a shaded vir- 
tual trench to fly in. The game will 
require a 386 or better and 640K 
RAM with 2MB EMS. A joystick or 
mouse is highly recommended for 


play. 


Available: 
Retail Price: 


WATCH 
WHAT 
YOU SAY, 


Introducing the Pro AudioStudio 16 with voice recognition. 
From the world leader in 16-bit sound. 


Your computer is listening. And responding. 


Because now, Media Vision is deliv the world’s 
advanced 16-bit sound solution — 

with voice recognition — for your PC. 

Its the Pro AudioStudio™ 16. Providing 

the CD-quality, 16-bit di 


that has earned Media Vision PC 


ital audio 
Maeazine's Editors’ Choice Award for best 
PC Sound. And a whole lot more. 

Pro AudioStudio 16 comes complete with 


the Pro AudioSpectrum” 16 sound card, a 


microphone and Windows" compatible software, 


“> mme 


al 


including sound editor, 16-bit text to speech 
ithesizer, mixer and audio compression and 
decompression. And QuickStart” installation 
software makes Pro AudioStudio 16 easy to set 
up. Plus, its 10096 compatible with MPC, 
SoundBI: 


' vou'ri 


cards. 
the best. 
it's from Media Vision, the most 
à trusted name in 16-bit sound. In fact, more 
major PC manufacturers use Media Vision than 
any other sound solution. 
So if your reasoning is sound, 
voice your preference for Pro 
\udioStudio 16. It'll change 


your vision of 16-bitsound. MEDIA VISION 


PREVIEWS 


Star Wars Chess 


by The Software Toolworks 


Long ago, in a galaxy far, far 
away, a great war was waged 
between good and evil. Powerful 
beings fought valiantly to stop a dark 
empire, and strong champions of 
evil warred against the rebels. Now 
you can reawaken the spirit of those 
ancient battles and their courageous 
heroes in one of our world's oldest 
games. Star Wars Chess shows 
these struggles in brilliant 3-D ani- 
mation. Original artwork depicts 72 
unique capture sequences that mir- 


King's Ransom 
by ReadySoft 


Long ago, a circle of the most 
powerful wizards in the land bound 
the myriad forces of evil into several 
small crystals and hid them within a 
distant mountain. This was not 
enough to contain them, however, 
and the evil festered and grew. Your 
king has asked you, the bravest war- 
rior in the land, to seek out and 
destroy the crystals before the evil 
can consume the entire kingdom. 
King's Ransom features over 150 
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VI JESE3- L7 AC ane 


ror the duels shown on the silver 
screen. A line of R2 units acts as 
White’s pawns, while a pair of 
C3POs act as bishops. Chewbaccas 
are White’s knights, standing next to 
Yodas, the rooks. Luke Skywalker is 
the White King, accompanied by 
Princess Leia, the White Queen. 
The dark side uses Imperial 


Stormtroopers as pawns, and AT-ST 


Levet:2 
HP: 1a/2@ 
Exp: 


locations to visit and six cities to 
explore, in 60 frames-per-second 
multidirectional smooth scrolling. 
The game includes over 1500 
frames of animation and 500 differ- 
ent characters to interact with. Build 


Walkers as rooks. A pair of Sand- 
people as knights stand next to two 
Boba Fetts, the Dark bishops. Darth 
Vader, Lord of the Sith, acts as the 
Dark Queen, while the Emperor him- 
self is the king. The chess engine is 
strong as well, created by the same 
designers responsible for the Chess- 
master series. 


TECH SPECS 


[Formats: | — PC and CD-ROM 


aum RR 


sound cards 


him with your choice of weapons 
and armor to battle over 40 types of 
creatures. King's Ransom holds 
countless unpredictable scenarios. 


TECH SPECS 


Most major 
sound cards 
Action/Adventure 
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Available: 4th Quarter, ‘93 
Retail Price: $59.95 
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Mars shuttle boarding in 15 minutes. 
Mission objective TBA en route. 
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A rip has been detected in the fabric of 
time. Only moments remain until all that 
mankind has accomplished is laid waste. 

Your objective: Journey through time— 

from prehistoric lands to the distant 
future—to prevent any compromise in the 
established continuum. But before the 
game is over, you must discover who... 
or what...is the source of this mayhem, 
and bring it to a halt! 


Dre Tre um 
RUE TER. JP 
Take a ride through time on the CD 

Adventure that will alter history! 
Available on MPC and Macintosh CD 
$E QUADRA 
Pau INTERACTIVE 


© Copyright 1992, 1993 Presto Studios, Inc. 
MPC version by Quadra Interactive, Inc. 
Available at retailers throughout the continuum, or by contacting 
Quadra Interactive, P.O. Box 188033, Carlsbad, CA 92009-9793 
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Valkyrie 


by Gametek 


Since the release of Apocalypse 
Now, Wagner's Ride of the Valkyries 
will forever be associated with attack 
helicopters. Now, you can sit behind 
the controls of one of the most pow- 
erful machines ever created and 
take to the skies, sending your foes 
to a screaming death. 


With Valkyrie from Gametek, you 
pilot an attack helicopter on a series 
of training and actual missions. Take 
out enemy choppers, trucks and 
more with both your guns and mis- 
siles. Control your flight with the 
mouse or keyboard, or use both for 
the ultimate in control. Remember 
that your ammunition is limited and 
the enemy's pilots are gunning for 
you! If you think your Macintosh is 
capable of wrecking havoc on an 
unsuspecting foe, Valkyrie is the 
game for you! 


TECH SPECS 


256 colors 


R Helicopter Simulation 
vailable: 4th Quarter, '93 


Retail Price: 


Find a well 
Cast a spell 
Make a istake 
Go to 1-7: 


IMON THE n his quest. In a wacked-out world filled with 
p Li 


Wherever you go, expect the unexpected. 


eer-swilling trolls, a schizophrenic two-headed 
k, swamplings, werefrogs and more, he 
e 8 


ust acquire the knowledge of a sorcerer 


Because Simon is no ordinary sorcerer. § id defeat the evil 


He's an adolescent with an attitude, who ard Sordid. 


accidentally stumbles upon a magical j Discover a 


dimension on drously animated world. Unravel 


the very verge mysteries of a puzzling plot. And 


of collapse. » j 


As fate would have it, only 


re that your biggest mistake 
) g 


o. . C. c E 
Simon can save it from a tyranny of || 


4 


evil. Armed with a sharp wit and a 


tongue to match, our reluctant 
hero sets 


forth 


rder: see your local retailer or 


call 1-800-477-3650 


Simon The Sorcerer is available for 


IBM and compatible computers. 
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12 ISSUES FOR 
ONLY $23.95! 


THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


DON'T MISS OUT ON 
THIS SPECIAL OFFER! 


YES! | WANT TO SUBSCRIBE TO 


Please send me 12 issues for the low price 
of JUST $23.95 - a savings of OVER 50% 


off the newsstand price! 
Send payment to: Computer Game Review, P.0.Box 7534, Red Oak, IA 51591-0534 


Name 

Address | 

City | 

State Zip | 
Payment Enclosed Bill Me 

Credit Card Orders: Visa MC 

Card Number | 

Exp. Date | 

Signature 

For Faster Service, Call Toll Free: 


Please allow 6-8 weeks for your first issue to arrive. 
All foreign orders must be prepaid. HCGL3 | 


Enter ihe world of the Edisons, 
where DE Fred's mutated purple 
tentscle threatens to tum the Suman 
face nto & domesticated breed of 
pets. Guly yeu.snd your daring 
bend of friends cen step him. 

Fit the Chron-0-john; travel 
through time and save humanity 
from being sucked under: 


e Three different characters to control 
e Over 100 digitized sound effects" 
© Progtessively challenging puzzles 
€ includes origina! Maniac 

Mansion® ss a game 

within à game 


EDI 
Spimdblesin Io" oF nex, 
compatible for dieti. 
spond effects Ahd vele. 


Day of the Tentacle™ and ©1993 LucasArts Entertainment Company. Used under authorization. Ali rights. 
le a registered service mark 
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Maniac Mansion is a registered ‘of Lucasfilm Ltd. 


‘of LucasArts Entertainment Company. LucasArts is a trademark of LucasArts Entertainment Company. IBM is a registered trademark of international | 
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Star Trek: Judgement Rites 
by Interplay 


Building on the huge success of 
Star Trek 25th Anniversary, Interplay 
is gearing up to release another 
Trek title, using the same familiar 
characters the public has come to 
know and love (or hate) from the 
original TV series. 

Star Trek: Judgement Rites deliv- 
ers eight new episodes of danger 
and intrigue, as the player takes 
command of the starship Enterprise 
and her crew in a future time of 
space exploration. Brian Fargo, 
President of Interplay productions, 


Your journeys will bring you face to face 
with many important people. 


commented that “We’ve taken 
everything we liked from the first 
Star Trek game and made it bigger. 
We're using digitized matte paintings 
and renderings and have added a lot 
more audio to take the game to the 
next level." This includes the actual 
voice of Captain Kirk, as he intro- 
duced the 60's shows. 

The opening of the game makes 
the player feel as if he were sitting at 


Fans of the TV show will instantly recognize 
the incredible opening scenes. 


home, watching yet another rerun of 
the popular series. The Enterprises 
zips across the screen in a familiar 
path, and the camera turns behind it 
to see it orbiting a glowing planet. 
However, unlike watching the televi- 
sion show, the player can actually 
dictate events by controlling almost 
all areas of the starship Enterprise. 


TECH SPECS 


he 
e: 


PC / compatibles. 


e 
sound boards 

mi 

vailable: 


Retail Pric 


This adventure game combines 
the challenge of tricky role playing 
with the unheralded thrill of three- 
dimensional flight. The player expe- 
riences the excitement of piloting the 
Enterprise and managing landing 
parties in the same episodic format 
as the TV show. Each episode con- 
sists of a specific primary mission 
that will require gamers to use their 
wits as well as intelligence when 


Formats: — | 


4th Quarter, ‘9: 


|... PC / compatibles} 


Spock utilizes his Vulcan Death Grip to ren- 
der his opponents helpless. 
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Whoa! What time period is this? Many 
episodes will surprise you with plot twists. 


All of the favorite characters are here, 
including the beautiful Uhura. 


conquering various puzzles and 
other spellbinding mysteries. Each 
test must be overcome before the 
player is allowed to move on to a 
new mission. A unique feature of the 
game is the complex, yet logical plot 
line of the entire story. Each episode 
is, in and of itself, a separate and 
intriguing story, combining great 


"a > ~~ SS 
Landing parties will inspect new and excit- 
ing artifacts from deep space. 


scripting and amazing graphics. 
However, the player will discover 
that they are all inter-related with a 
larger plot that works its way through 
the episodes to the exciting conclu- 
sion of the entire game. 

Star Trek: Judgement Rites uses 
all of the original characters, includ- 
ing Chekov, and Scotty. Fans of the 
series as well as hard-core gamers 
are in for a treat! 


Digitized paintings really help bring the 
game to life on your PC screen. 


PO Box 234 
Rochester, VT 05767 
Call 800-699-4263 
Int'l 802-767-3033 
Fax 802-767-3382 


CHIP & BITS Inc 
IBM MAC AND AMIGA GAMES FOR LESS 
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IBM HARDWARE 


Acoustic Rsearch P570$319 
Acoustic Rsearch P622$239 
Adlib Gold Sound Card $99 
Adv Gravis Ultrasound $129 
Flight Stick Pro Joystick $57 
Pro Audio Spectrum 16 $155 
Sound Blaster 16 ASP $219 
Sound Blaster Deluxe $89 
SBlaster Discovery 16 $469 
SBlaster Discovery 8 $399 
SBlastr Edutainment 16$519 
SBlaster Edutainment 8$448 


SBlaster Pro Deluxe $124 
Sound Galaxy BX2 $65 
Sound Galaxy NX2 $79 


Sound Galaxy NXPRO $119 
Snd Galaxy Multimedia $399 
Snd Galaxy 16 MMedia$499 
Snd Galaxy NXPRO 16$169 
Sound Machine $94 
Thrustmaster Driving CS $99 
Thrustmaster Flight CS $59 
Thrustmaster FCS Pro $99 
Thrustmastr Game Card $27 


Thrustmaster RCS $99 

Thrustmaster WCS l| $94 

Voice Blaster $64 
IBM CD ROM 

7th Guest $54 

7th Guest 2:11th Hour $65 


Aegis: Guardian of Fleet $54 
Alone in the Dark $48 
B17 w/ Silent Service 2 $42 
Blue Force: Next of Kin $44 
Buzz Aldrin Race Space $59 


Campaign $35 
Castles 2 $50 
Cyber Space $38 
Day of the Tentacle $45 


Discoveries of the Deep $37 


Dracula Unleashed $51 
Dragon's Lair $36 
Dune $54 
Eric The Unready $36 
Eye of the Beholder3 $48 
F15 2 w/ B17 $44 
Gobliiins 1 or 2 $30 
Great Naval Battles $55 
Gunship 2000 w/ Scen $44 
Guy Spy Terror Deep — $36 
Hell Cab $65 
Inca $42 


Indy Jones Fate Altantis $52 


Iron Helix $60 
King's Quest 6 $48 
Lands of Lore $35 
Lord of the Rings $38 
Mad Dog Mcree $32 
Man Enough $48 
Myst $64 
Rebel Asault $44 
Return of the Phantom $42 
Return To Zork $48 
Shadow of the Comet $48 


Sherlock Holmes 3 $51 
Star Trek 25 Anniversary $46 
Team Yankee 2 $29 
Ultima Underworld 1 & 2 $52 
W.Commndr/Underworld $59 
World of Xeen $42 


IBM ADVENTURE 


Alone in the Dark 1 or 2 $36 


Amazon $29 
Batman Returns $32 
Beverly Hillbillies $30 
Bloodstone $34 
Blue Force: Next of Kin $42 
Day of the Tentacle $39 


Discoveries of the Deep $37 


Dragon Knight 3 $49 
Dragon's Sphere $42 
Eric the Unready $32 
Flashback $29 
Freddy Pharkas $42 
Gabriel Knight $42 
Gateway 2:Homeworld $34 
Homey D. Clown $27 
Inca 2 $42 


Indy Jones 4 Fate Atintis$36 


Isle of the Dead $38 
Jack the Ripper $39 
Jagged Alliance $48 
King's Quest 6 VGA $42 
Leather Goddesses 2 $42 
Legend of Kyrandia 2 — $35 
Leisure Suit Larry 6 $42 
Merchant Prince $39 


Plan 9 from Outer Space$31 
Police Quest 4 $42 
Prince of Persia 2 $45 
Return of the Phantom $39. 
Return to Zork $46 
Rex Nbulr Cos Gen Ben $36 
Riftwar Legacy VGA $37 
Ringworld $36 
Sam & Max Hit the Road$38 
Secret of 7th Labyrinth $42 
Shadow Caster $52 
Spelicasting 301 $34 
Star Trek:Judgment Rite $38 


Starship $38 
Terminator 2029 $37 
Term 2029 Oper Scour $19 
Term 2029 Rampage $38 
The Dig $45 
The Prophecy $29 
Walker $32 
Where America CSD $37 
Where in Europe CSD $29 
Where Space CSD Dix $44 
Where in Time CSD $32 
Where in USA CSD Dix $45 
Where in USA CSD $29 
Where in World CSD $32 
Where World CSD Dix $52 
Yserbius $24 
Busty Babes CD $32 
Deep Throat CD $42 
Ecstacy CD $32 
Femme Fatale $26 


Femme Fatle DD 1-3 Ea $18 
Lovely Ladies CD $39 
My Private Collection CD$39 


PC-Pix CD $39 
Planet of Lust $12 
Sex Olympics $12 
Sex Vixens from Space $12 
Strip Poker 3 $31 


Strip Poker 3 DD 1-6 Ea $19 
Strip Poker Professional $33 


“STAR WARS: 
Gh tS ee 1S E 
ASSAULT’ Take 
control of three Star 
Wars vehicles in a 
variety of challeng- 
ing piloting, target- 
ing, and combat 
scenarios in this 
CD ROM game. 
Defend Tatooine 
from Imperial at- 
tack, challenge 
Walkers on Hoth & 
combat the Empire 
in deep space. $44 


'LUCKY'S CA- 
SINO  ADVEN- 
TURE’ It's vacation 
time...you can sit at 
home watching the 
grass grow or you 
could enter a three 
week casino ad- 
venture. Play 5 dif- 
ferent pokers, 8 dif- 
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ferent slots 
paigow, bingo, 
keno, baccarat, 


blackjack, casino, 
craps, roulette, red 
dog and more. $39 


'SEVEN CITIES 
OF GOLD COM- 
MEMORATIVE 
EDITION' Explore 
the 15th century 
New World and 
more. Accomplish 
many tasks on your 
way from un- 
proven explorer to 
viceroy; map un- 
charted territory, 
setup outposts and 
establish trade re- 
lations with people 
you find there. $38 


“RED CRYSTAL’ 
Seek out the seven 
secrets of life. Can 
you forge through 
the evil that lurks 
in the depths of the 
eerie dungeons 
the ominous castle 
towers and the sav- 
age countryside? 
Play alone or by 
modem. Features 
over 50 levels, 
breathtaking graph- 
ics & an auto map- 
ping feature. $38 


Visa & MC Accepted. COD's $6. Checks Held 4 Weeks. Money Orders 
Treated as Cash, Most Items Shipped Same Day. Shipping Times not 
guaranteed. Check compatibility before you buy. Detectives replaced with 
same product. Offer, price & availability subject to change. All Sales Final. 


IBM ROLE PLAYING 


Arborea Jour Inner Sanc $34 


Arena $48 
Black Crypt $32 
Celtic Legends $32 
Challenge of 5 Realms $44 
Champions $37 
Character Editors Each $16 
Cobra Mission $42 
Companion of Xanth $36 
Cyber Space $39 
Cybercon 3 $29 
Dark Sun $52 
Daughter of Serpents $19 
Dungeon Master 2 $36 
Elvira 2 Jaws Cerberus $19 
Eternam $19 


Eye of the Beholder3 $42 
Gryphon Masters Havlar $38 
Lands of Lore $36 
Legacy: Realm Of Terror $38 


Legend $31 
Legend of Valor $39 
Loremaster $29 
Lure of the Temptress $37 
Magic Candle 3 $24 
MegaTraveller 3 $39 
Metal and Lace $49 
Might & Magic 4 $36 
Might & Magic 5 $42 
Pirates Gold $42 
Protostar $39 
Quest for Glory 3or4 $42 
Questron 2 $12 
Realms of Arkania $37 
Red Crystal $38 
Spelicraft:Aspect Valor $38 
Star Trek: Next Gen $46 
Stonekeep $52 
Stronghold $39 
Ultima 6 False Prophet $19 
Ultima 7 Black Gate $48 


Ultima 7 Forge of Virtue $18 


Ultima 7.5 Serpent Isle $48 
Ultima 7.5 Part 2 $20 
Ultima Underworld $19 
Ultima Underworld 2 $46 
Unlimited Adventures — $38 
Veil of Darkness $37 
Wizardry 7 Crusaders $42 


IBM BUNDLES 


ADD Collector Edition 2 $46 
ADD Starter Kit $39 
Allied Forces $12 
Eye Beholder Collection $52 


Land Sea Air Trilogy ^ $12 
Land Sea Air 2 $29 
Leisure Suit Larry 1-3 $39 
Marvel Trilogy $12 
Max Pac $19 


Megafortress Mega-Pak $38 
Power Hits: Battletech $32 
Sierra Adventure Bundle $39 


Sierra Family Fun Pak $29 
Space Quest Bundle $42 
Ultima Bundle 1-6 CD $59 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 
Wing Commander Dix — $48 
W.Commander Dix CD $48 
Wizardry Trilogy $32 


S-10005 


IBM SIMULATION 


$46 
$44 
$46 
$42 


A10 Avenger 
A320 Airbus 
AH-64 Helicopter 
Aces Over Europe 
Aces Europe Mission 1 $27 
Aces of the Pacific $42 
Aces Pacific Misson Disk$27 


Aces of the Deep $42 
Armoured Fist $52 
Delta V $48 
F15 Strike Eagle III $42 
Falcon 3.0 $48 
Falcon 3 Scen 1 $24 


Falcon 3 Scen 2 Mig 29 $33 
Fleet Defender $48 
Great Naval Battles $44 
GNB America in Atlantic $21 
GNB Super Ships of Atl $19 
GNB Scenario Builder $28 
Gunship 2000 VGA $37 
Gunship 2000 Scenario $24 


Harrier Assault SVGA — $48 
Indy Car Racing $48 
Iron Helix $49 
Jump Jet $39 
Jump Jet Aces Pack $50 
Maximum Overkill $44 


MaxOverkill Mission 10r2$28 
Mechwarrior 2 $42 
Microsoft Flight Sim 5.0 $49 


Pacific Strike $52 
Sailing Instrctr Pack — $239 
Sailing Sim 3 E. Coast $32 
Sailing Sim 3 W. Coast $32 
Sailing Simulator 3 $42 
Sea Wolf $52 
Seal Team $42 
Strike Commander $48 
Stunt Island $37 
Sub War 2025 $42 
Syndicate $39 
Test Drive 3 $29 
Tie Fighter $48 


Ultrabots Sanction Earth $39 
Wing Commander 2 $48 
Wing Commander Acad $34 
World Circuit $32 
X-Wing $40 
X-Wing Mission 1 or2 $20 


IBM SPORTS 


Baseball for Windows $46 
D. Robinson NBA Action $44 
Front Page Football $39 
Front Page Football Pro $42 


Greens $34 
Hardball 3 $34 
Hole 1 Mini Golf Delux $12 


Joe Montana Football 2 $42 
Links $29 
Links Courses 1-6 Each $17 
Links Pro 386 Golf $32 
Links Pro Course 1-3 Ea$19 
Links Pro Course 3-6 Ea$19 
Microsoft Golf Windows $39 
NFL Chal Premium Ed $59 
NFL Coaches Club LTD $48 
NFL Football $31 
NHL Hockey $39 
Tom Landry Football DIx $32 


Tony LaRussa BB 2 $36 
NOV CGR 1 


NAME 

ADDRESS. 

CITY, STATE 

ZIP CODE 
TELEPHONE (___) 
1. What is your age? 


a. under 16 c. 22-29 

b. 17-21 d. Over 30 
2. What is your sex? 

a. Male b. Female 


3. Do you use a personal computer? 
a. At home only 
b. At work/school only 
c. Both home and work/school 
d. None of the above 


4. What type of computer do you use? 
(Circle all that apply) 
a. Amiga 
b. Apple (Non-Mac) 
c. Atari 
d. Commodore 
e. IBM/Compatible 
f. Macintosh 
g. Tandy/Radio Shack (Non-IBM) 


5. What kind of PC do you own? 


a. 286 d. 586 
b. 386 e. Other 
c. 486 

6. What is the speed? 
a. 20 Mhz d. 50 Mhz 
b. 25 Mhz e. 66 Mhz 
c. 33 Mhz 


7. Which types of games do play 
frequently? (Circle all that apply) 
a. Action/Adventure 
b. Sport Simulations 
c Flight Simulations 
d. Other Simulations 
e. RPG's 
f. Puzzle/Board/Gambling 
g. other 


8. Where do you buy your gaming 
software? (Circle all that apply) 
a. Office supply store 
b. Computer Superstore 
c. Software specialty store 
d. On-line store 
e. Mail Order 
f. Retail store 
g. Direct from manufacturer 
h. Other 


9. In the past 12 months, about how much 
did you spend on gaming software? 


a. None d $250-$400 
b. Less than $100 e. More than $400 
c. $100-$250 


Rules: All entries must be received by December 31, 1993. CGR is not liable for lost or mi 
February 1, 1993. Prizes are not transferable. llegible or incomplete entries are ineligible. 


Federal, State and local laws and regulations apply. Employees of Sendai Publishing Group, Inc. and thelr affiliates are ineligible to enter. Sen 
prize information may be used by Sendai Publishing Group, Inc. for any promotional or advertising purposes without further compensation. 


o GGR READER SURVEY - 


Senn To: GGR Reaper Survey, 1920 Hientano Avenue, Sure 284, Lomearn, IL 60148 


10.On the average how many games do you 
buy each year? 
a.1or2 
b.3to5 


c. 6 to 10 
d. more than 10 


11.What type of software do you use on your 
computer? (Circle all that apply) 
a. Database management 
b. Communications packages 
c. Educational 
d. Games 
e. Spreadsheet 
f. Word processing 
g. Personal Finance 


12. Which of the following accessories do you 
currently own? (Circle all that apply) 
a. Graphics board 
b. Internal/External Modem 
c. SVGA Monitor 
d. Sound board 
e. Joystick 
f. CD-ROM drive 


13. Which of the following accessories do you 
plan on buying in the next 12 months? 
(Circle all that apply) 

a. Graphics board 

b. Internal/External Modem 
c. SVGA Monitor 

d. Sound board 

e. Joystick 

f. CD-ROM drive 

g. Hard Drive 


14.Do you buy children's or educational 
Software? 


a. Yes b. No 

15.If Yes, how much software do you buy 
annually? 
a.1to3 c. 7 to 10 
b.4106 d. over 10 


16. What percent of your hard drive is 
dedicated to electronic entertainment? 
a. less than 10% d. 3196 to 4096 
b. 1196 to 2096 e. 41% to 50% 
c. 21% to 30% f. over 50% 


17.Other than yourself, how many other 
people use your Computer? 
a. One c. Three 
b. Two d. More than three 


18. Which bulletin board do you subscribe 
to? (Circle all that apply) 
a. America On-line d. Prodigy 
b. CompuServe e. Sierra 
c. GEnie f. Private/local BBS 


19. Play-By-Mail games: 
a. | participate 
b. Plan to participate 
c. Not interested 


20. Do you have a full or part-time job? 


a. Yes b. No 
21. Please circle the letter that best describes 
your total annual household income: 
a. under $20.000 
b. $20,000 to $29,000 
c. $30,000 to $39,000 
d. $40,000 to $49,000 
e. Over $50,000 


22. What is the highest level of education you 
have attained? 
a. Attended High School 
b. Graduated High school 
c. Attended College 
d. Graduated 4-year college 
e. Postgraduate study 
f. Masters Degree 
g. Doctorate 


23.Which video gaming system(s) do you 
own? (Circle all that apply) 


a. Nintendo f. Game Gear 
b. Super Nintendo e. TurboGrafx 
c. GameBoy g. Neo-Geo 
d. Sega Genesis h. 3DO 

e. Sega CD system i. Atari Lynx 


24. Which of these helps you decide which 
computer games to buy? (Circle all that 
apply) 

a. Ads on TV. 

b. Magazine articles 

c. Ads in magazines 

d. Word of mouth/friends 
e. Game rentals 

f. Arcades 

g. Game in store 

h. Other 


25. Do you buy/subscribe to any of the 
following magazines? (Circle all that apply) 
a. Computer Gaming World 
b. VG 
c. PC Games 
d. Strategy Plus 
e. Electronic Gaming Monthly 


isdirected mail. One entry per person. No purchase necessary to enter. A random drawing of all eligible entries will be conducted to award the prizes, and the winners will be notified by 
All state federal taxes, if any, are the responsibility of the individual winner(s). All judges decisions are final. All prizes will be awarded, Void where prohibited or restricted by law. All 
idal Publishing Group, Inc. reserves the right to cancel this promotion at any time with appropriate notice. Winners’ names, likeness and 
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COMPUTER GAME REVIEW’S GUIDE 
TO PUZZLE & BOARD GAMES 


` Tesan AdLib Gold 
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; rante 
„faction CUS; 

satıs (or money 


"Sound that's rich and 
clean, clean, clean” 


— Strategy Plus 
“Hot, very very hot" 
- PC Review 
"The cutting edge of 
sound technology" 
-PC Entertainer 
“Well worth the wait” 
— PC Games 
Software Developers 
Access Software Computer Associates 
Accolade Cool Shoes Software 
Activision Dr. T's Music Software 
Amtex Software Dynamix Inc, 
Animotion Eclipse Technologies 
Apogee Software European Software Creators Lips Software 
Artic Software Floyd Design LucasArts E 
Artworx Software Great Games Mathematica Incorporate 
Asymetrix Hollyware Entertainment Megatech 
Autoskill International Howling poy Systems Micro League Sports 
Bekir Associates Human Machine Interfaces Inc. Microprose 
Capstone/Intracorp (81S Miles Design 
x Centennial Research Icom Simulations MKS Informatique 
PC Games Hardware 


PE T re you ready to try the absolute best Ad Lib MultiMedia Direct 


sound card on the market today? 


The one that PC Games and PC 1-800-463-2686 


Entertainer have named “Hardware (orders ony) 
Product of the Year”? Are you ready to 


RTTE make a RISK-FREE investment? Then Order now to receive extra special 
GOLD you're ready for the AdLib Gold! That's ire nah aire ke 
SoU nd right... AdLib MultiMedia is so confident e AdLib Gold 1000 $179 
standard in the AdLib Gold 1000 Stereo Sound e AdLib PC Video $399 
—— Adapter, we are offering a 14-day money- and much more! 

back guarantee. So pick up that phone Dealer inquiries welcome 


* Prices do not include 


and dial AdLib MultiMedia Direct... you shipping and handling. 
don't even have to pay for the call... AdLib UNI pcre US dalla 


1-800-463-2686 !!! MultiMedia 
WINDOWS Ad Lib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 
Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 
Compatible ©1993 Ad Lib MultiMedia. AdLib, AdLib Gold and AdLib PC Video are trademarks of AdLib MultiMedia Inc. 


Version 3.1 Other names are trademarks of their respective owners. 


CONTENTS 


The games are organized 
alphabetically by company 
and alphabetically within 
each company. 


Terminator 2: Chess Wars 164 


Battle Chess 4000 

The Lost Vikings 

Solitaire for Windows 

Brix 

Dr. Floyd’s Desktop Toys 

More Vegas Games 

World Champion 
Cribbage 

Push-Over 


Gobliins 2 

Hoyle Classic Card 
Games 

CrossWire 

Chess Maniac 5 Billion 
and 1 

Beat the House 

Q 

Tiles and Tribulations 

Wacky Funsters 

Ruckus Poker 

Ruckus Roulette 

Think Cross 

Casino Video Poker 


Riddle Me This! 


Puzzle and Board Games Provide 
Something for Every PC Gamer! 


Puzzles and riddles have always entertained people. Since at least the 
beginning of recorded history, people have tried to stump one another by 
posing perplexing problems for the other to solve. Virtually every major 
newspaper in the country runs a crossword puzzle; some run more than one 
and several other brainteasers besides. Along with the fascination many 
have with stretching their mental muscles is the equal enjoyment people get 
from board games. Pastimes like Monopoly, Risk, Sorry and Clue have been 
favorites of adults and children both. What could be more natural than to 
bring board games and puzzles over to personal computers? 

Along with these titles, we've classified card games and gambling games, 
since all four categories have some similarities. All pit brain against brain, be 
they human or artificial. All, with the notable exception of chess, involve 
some amount of luck to win. All have their own particular strategies to be 
successful. 

In the following pages, you'll find games from the past year that fall into 
these four categories. As should be expected with such a wide range of top- 
ics, puzzles, board games, gambling titles and card games, there's a lot of 
diversity here, providing (literally) something for everyone, as clichéd as that 
might sound. Some of the games are highly complex while other are based 
on the most simple premise. Some rely more on chance while others weigh 
heavily on skill. You'll also find some that take themselves very seriously 
while others have a great sense of humor. 

You'll see four different chess titles, two of which, Chess Maniac 5 Billion 
and 1 and Battle Chess 4000, take a lighthearted look at the game. There 
are gambling games to suit any taste, from Casino Video Poker and More 
Vegas Games to Beat the House and Trump Castle 3. The game show 
atmosphere of CrossWire challenges the players memory, while FlixMix 
from Celeris puts a brand new spin on the hobby of jigsaw puzzles. Even 
dominoes make an appearance, although not in the way you might think. Of 
course, there are also several compilation titles like Dr. Floyd's Desktop 
Toys, Hoyle Classic Card Games and Solitaire for Windows. And just for 
good measure, we've thrown in Wacky Funsters from Tsunami. While not 
really a puzzle game, we've slipped it into this grouping since it's sort of 
unclassified. 

Anyhow, we hope you like this look at the past few months in the ever puz- 
zling world of games. For many people, these games are merely diversions, 
but for those who buy newspapers just to get the crossword puzzle, these 
games are a way of life. Take it from a guy who averages two puzzle maga- 
zines a month. These things are addictive! Enjoy. 


Steve Honeywell 
Editor and 
High-Stakes Gambler 
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Terminator 2 Chess Wars 


by Capstone 
Issue: Aug., '93 Alex:73 Rick:78 Steve:70 Average:74 


Judgement day has come, and only mankind or machines 
will survive. Blending the high-tech excitement of Terminator 
2 with the classic strategies of chess, Capstone creates a 
new world of strategy entertainment. Each time you capture 
an enemy piece, an animated sequence will show you, in 
graphic detail, the death of the enemy. Use the help com- 
mand to show you the best move in any situation. 


FlixMix 
by Celeris 

Issue: Jul., ‘93 Alex:86 Rick:84 Steve:83 Average:84 
Jigsaw puzzles get an exciting new twist with FlixMix from 
Celeris. All of the pieces are the same shape, but the puzzles 
themselves move! Choose one puzzle at a time, play in com- 
petitive mode, or compete against yourself as the puzzles get 
harder and harder. Pieces can be flipped, reversed or both, 


so it takes concentration to fit the puzzles back together the 
correct way. 


King's Table 


by Gametek 
Issue: Nov., ‘93 Kevin: 75 Ted: 78 Steve: 78 Average:77 
When Odin feared for his fate at Ragnarok, he created the 
game of King's Table to help him learn a strategy that could 
save him. To play, simply move pieces to surround the 
enemy's men. Odin must move to a corner square to escape, 
while the dark side must surround him on all four sides to be 


victorious. The full game of Ragnarok adds in special pieces 
with new ways of moving. 
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Trump Castle 3 


by Capstone 
Issue: Apr., '93 Alex: 81 Rick: 86 Steve: 83 Average: 83 


The third game in the Trump Castle series of gambling 
games includes more features and more realistic action than 
ever before. Play your favorite games by yourself or hook up 
via modem or network and add some human players to the 
action. Blackjack, roulette, baccarat, poker, keno, craps and 
36 different slot machines are all in the casino waiting for you 
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Kasparov's Gambit 


by Electronic Arts 

Issue: Nov., *93 Kevin: 91 Ted: 90 Steve: 90 Average: 90 
One of the greatest Chess Masters in the world, Garry Kas- 
parov, brings his insight to the PC with this chess simulation. 
In addition to playing an excellent game of chess, Kasparov's 
Gambit allows you to play against opponents from history, 
each with their own rating. Use the tutor to learn the rules 
and nuances of the game and page through the extensive 

library of historical games. 


Gear Works 


by Hollyware 

Issue: Apr., '93 Alex: 73 Rick: 70 Steve: 60 Average: 68 
Gear Works gives you a whole new style of puzzle to try. 
The object is simple: connect the gears from one end of the 
Screen to the other. However, since the gears can only fit 
together in certain ways and the pesky Poffins disrupt you 
whenever they can, getting a working system put together 
can be more trouble than you bargained for! Multiple levels 

and special items liven up play. 


IB Clue Book 
available! 

TO ORDER BY VISA/MC: Call 

1-800-245-4525 (in USA & Canada). 

ADVANCED DUNGEONS & DRAGONS, DARK SUN, the TSR logo and all 


TSR characters, character names and the distinctive likenesses there 
of are trademarks owned by and used under license from TSR; Inc. 


©1993 TSR, Inc. ©1993 Strategic Simulations, Inc. All rights reserved. 
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Think you've got a good mind for puzzles? In Cogito, the 
computer will show you a pattern of shapes, then mix the 
pieces up. It’s your job to reassemble the pieces into the cor- 
rect shape. To do so, manipulate the buttons in each row and 
column. Every time you press a button, the pieces move, but 
they don’t always move in the way you want them to! Over 
100 levels are included to test your brain. 


Pilot the tiny SCOut ship around alien terrain, trying to find 
your way out of the mazes. On each level, all of the tools you 
need to be successful are included, but finding them and get- 
ting to them can be another story! These items must be uti- 
lized in the correct order if you are to advance. Use missiles 
to take out enemies and pick up keys to open the doors you 
will encounter. 


Battle Chess became an instant classic because of its com- 
bination of chess strategy and humorous animated captures. 
Battle Chess moves far into the future with this update from 
Interplay. All of the pieces are digitized from clay models. The 
game comes with a library of over 300,000 moves to give you 
the most challenging game it can. Use both the 2-D and 3-D 
modes to give you the best view of the action. 


One of the most popular ways to pass a few minutes or a 
few hours is playing solitaire. Interplay has brought the rules 
for a dozen of the best-loved solitaire games and put them 
into an easy-to-use Windows format. If you aren't satisfied 
with the "standard" way to play a game, change the rules to 
make the challenge more to your liking. For the best chal- 
lenge, play in the timed Championship mode. 


Erik, Baleog and Olaf, three stout and hearty vikings, have 
been chosen to be exhibits in the intergalactic menagerie of 
the alien collector Tomator. Unfortunately, a crossed circuit 
sent them spinning out of the holding cells and into Tomator's 
spacecraft. Now, the three must pass through a variety of lev- 
els as they search for a way out of the ship and back to their 
humble village. 
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With a simple premise of matching pairs and trios of 
shapes, MicroLeague's Brix provides an interesting chal- 
lenge. Click on the piece you wish to move and slide it over 
to where you want to place it. When matching pieces touch, 
they disappear. Of course, lasers, disintegrating floors, mov- 
ing tiles and boards that flip over stand in your way. Dozens 
of puzzles await your solving pleasure. 
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Your Father, the last king of Alonia, failed his 


quest to liberate the realm from inhuman tyrants. 
Now it's your turn. As Tris, the last heir to the 
throne, it’s your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment 
your power as you delve into the conquered city of Hedburg. A virtual 3-D fantasy world awaits your next command - Explore 
the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may 
free the kingdom. Discover the Forgotten Castle and you may learn of your fathers fate... 


* Cinematic animation sequences unfold stories of mystery. 
* Fully digitized musical score and sound effects. 
© Combat system has adjustable skill levels. 
* Monsters, characters, magic items and props are rendered with full 3-D effects. 
* A smooth scrolling virtual world, complete with unparelled realism for 


die-hard fantasy role playing enthusiasts! 


1993, Twin Dolphin Games Inc. Forgotten Castle and Twin Dolphin Games are trademarks of Twin Dolphin Games, Inc. IBM is a registered trademark of International Business Machines, Inc. 
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Dr. Floyd’s Desktop Toys 


by MicroProse 
Issue: Jun., '93 Alex: 73 Rick: 70 Steve: 74 Average: 72 


If you've ever had “one of those days” at the office, a visit to 
Dr. Floyd might be in order. Cryptograms will test your skill at 
decoding, Pentaminos will challenge you and Web Spinners 
will offer unusual patterns and music to calm you down. For 
other mental antics, try Kye or Snark Hunt. And, if you feel 
like you need to smack something, load up Wallop! and take 
your frustrations out on some prairie dogs. 


World Champion Cribbage 


by Ninga 
Issue: Apr., ‘93 Alex: 82 Rick: 65 Steve: 75 Average: 74 

The classic card game makes its way onto the computer 
with Ninga’s World Champion Cribbage. The game will auto- 
matically count up and score the points in your hand and the 
crib, so you needn't worry about missing points. The real 
challenge comes in deciding which cards to keep and which 
ones to throw! The computer provides a highly intelligent 
opponent to play against. 
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Creepers 
by Psygnosis 

Issue: Apr., ‘93 Alex: 85 Rick: 89 Steve: 85 Average: 86 
The poor little caterpillar-like Creepers are trying to crawl 
their way into their butterfly pots, but they are cursed with a 
terrible sense of direction. You must guide them using a vari- 
ety of tools like ramps, tennis racquets and fans. Once in the 
pots, the Creepers change into beautiful butterflys. Use the 
Creeper Cam to center in on the action and help the little 

guys get home. 
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More Vegas Games 


by New World Computing 
Issue: Oct., ‘93 Alex: 70 Mike: 81 Steve: 78 Average: 76 


Everyone dreams of striking it rich, but it takes guts and a 
lot of luck to do it. New World Computing gives you the 
chance with no risk to you! Five popular casino games are 
included for your gambling pleasure. Try your luck at Draw 
Poker, Blackjack, Baccarat, Craps and Horse Racing. Your 
skills at the table will determine whether you end up in the 
penthouse or the poorhouse. 


Push-Over 


by Ocean 

Issue: Apr.,'93 Alex: 86 Rick: 89 Steve: 90 Average: 88 
Little G. |. Ant is an incredibly intelligent, super-strong 
insect. His latest mission is to gain access to Captain Rat's 
Treasure Caves. To get there, G. |. must traverse the Domino 
Domain, a land made up of nine different continents, each 
with a series of puzzles that must be solved to progress. 
Push over the dominoes and make sure the last one that falls 

is the special domino to proceed to the next level. 


Lemmings 2 
by Psygnosis 

Issue: May, '93 Alex: 88 Rick: 90 Steve: 88 Average: 89 

The classic puzzle game of Lemmings has been updated 
with brand new Lemmings and brand new abilities. The 
twelve tribes have been separated and must unite to ward off 
their impending doom. To win, each tribe must bring at least 
one member to the center of the island. Of course, to get 
there, they'll need to pass over some terribly torturous terrain! 
Explore 120 levels in this all-new contest! 


Beat The NFL Coaches 
At Their Own Game. 


en e 


Marv Levy. Jimmy Johnson. Bill Parcells. Chuck Knox. Marty Schottenheimer. Bill 
Cowher. These are just a few of the sideline strategists waiting for you on the gridirons of 
NFL Coaches Club’ Football, the most authentic football game ever created for the PC. 


Each gameday, you'll go head-to-head against NFL coaches. Coaches that will be 
cursing themselves as you create your own trick plays, bark out any of 80 offensive and 
80 defensive plays, and hand-pick the players that will carry your team to the Super Bowl. 


This is NFL action so real you'll be scraping the mud from your face. You'll plow through 
the trenches. Shake off bone-crunching tackles. Perform acrobatic catches. And choose 
players based on true-to-life characteristics like blocking and coverage skills, height, 
weight, and speed. 


No other football game brings more to the playing field. Full 3-D field display lets you 
view the action from every conceivable angle. Detailed instant replay function lets you 
quickly analyze plays. And individual plays or entire games can be saved so you can view 
your greatness (or learn from your mistakes!) 


Create your own NFL team dynasty 
and head to the Super Bowl. 


NFL Coaches Club " Football from MicroProse. Your chance to learn from the best. Choose players based on 
Then beat them at their own game skills, size, and speed. 
To get our free catalog, call Mon.-Fri., 8:30 am-5:00 pm =a 
or fill out the coups LE 
180 Lakefront Drive gl 


Address: 


Name: | 


City State: Zip: 
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Gobliins 2 


by Sierra 
Issue: May, '93 Alex: 83 Rick: 86 Steve: 85 Average: 85 


The Goblin King is in trouble again. This time, a demon has 
kidnapped his son and is forcing him to be the jester for his 
diabolical court. Two heroic goblins have stepped forward to 
rescue the goblin prince. They must work together in the vari- 
ous locations on their quest if they hope to proceed. A 
strange sense of logic and a good sense of humor will help 
players on their journey. 


CrossWire 


by Silver Sun 

Issue: Sep., ‘93 Alex: 83 Rick: 70 Steve: 83 Average: 79 

Matching tests may not be much fun for students, but in a 
game show atmosphere, who knows? Using that premise, 
Silver Sun has created CrossWire, a game show designed to 
get your wits crossed. Match two columns of items to earn 
enough money to proceed to the next round. Go against a 
computer opponent on the same board and the same time to 
win fabulous cash and prizes 


Beat The House 


by Spirit of Discovery 

Issue: May, ‘93 Alex: 83 Rick: 86 Steve: 85 Average: 85 
Vegas action and excitement come to the PC with Spirit of 
Discovery's Beat the House. Even if you've never gambled 
before, Beat the House’s pop-up tutor and 160-page guide 
can help you strike it rich and will have you talking and play- 
ing like a pro. Play the slots (three- and four-wheel), black- 
jack, video poker (four different variations), roulette and craps 

as you try to break the bank. 


Ew 
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Hoyle Classic Card Games 


by Sierra 

Issue: Jul., '93 Alex: 84 Rick: 82 Steve: 82 Average: 83 

Card games have long been a good way to pass the time. 
Now you can do it with some classic characters and some old 
friends from great Sierra adventure games. Eight great 
games, Klondike, Cribbage, Old Maid, Euchre, Crazy Eights, 
Bridge, Hearts and Gin Rummy, are all available. Choose 
opponents and your partner from rank novices to seasoned 
veterans for each game. 


Td like to announce that 


Chess Maniac 5 Billion & 1 


by Spectrum HoloByte 

Issue: Jun., ‘93 Alex: 83 Rick: 89 Steve: 86 Average: 86 

While chess is one of the oldest and most respected games 
in the world, no one ever said you can't have a little irreverent 
fun while you play. National Lampoon and Spectrum 
HoloByte have teamed up to put a new spin on the old clas- 
sic. While the Chess Maniac plays a solid game, the animat- 
ed captures certainly don’t take themselves seriously! For 
experts, a set of boring (yawn!) pieces are included. 


by Star Graphics 

Issue: Apr., ‘93 Alex: 77 Rick: 70 Steve: 71 Average: 73 
Hostile aliens are threatening Earth and someone has to 
stop them. The problem isn’t destroying them, it’s finding 
them in their hidden lairs. The only way to kill them is to 
locate their bases so they can be bombed. Using the deflec- 
tion paths of your proton cannon as a guide, you must use 
your powers of deduction to pinpoint each alien location. As 

you advance in levels, the number of aliens increases. 


v 


al 


For more information or to order call 
1-800-WEB-FEET 
© 1993 Mallard Software, Inc. 
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Tiles and Tribulations 


by TCI 
Issue: Aug., ‘93 Alex: 64 Rick: 73 Steve: 56 Average: 64 


Take a pit five spaces deep and five spaces across. Add in 
a mixture of different colored tiles that rain down from the top 
of the screen. What do you have? Tiles and Tribulations! 
Using the paddle located over the pit, you must catch the 
falling tiles and deposit them in the pit to form vertical, hori- 
zontal and diagonal rows of the same color. Quick hands and 
a steady nerve are the only ways to succeed. 


Ruckus Poker 


by Villa Crespo 
Issue: May, '93 Alex: 81 Rick: 68 Steve: 75 Average: 75 


Bluff and bet against some of the best poker players 
around with Ruckus Poker from Villa Crespo. Play five or 
seven card stud, Hi Chicago or Hold 'Em. Choose from eight 
different opponents, each with their own style and ability at 
the table. Develop your strategy of calling and raising to get 
the pot up to a good amount before you close the door on 
your opponents. 


Think Cross 


by Villa Crespo 
Issue: May, ‘93 Alex: 73 Rick: 78 Steve: 88 Average: 80 


In this strategy puzzle game, you must match up oddly 
shaped pieces in order to eliminate them from the board. 
While it sounds easy, there are many obstacles like elevators 
and collapsing floors that must be negotiated to complete 
each level. Each round consists of four levels with a bonus 
and secret level found by moving the right block to the right 
Spot. 
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Wacky Funsters 


by Tsunami 
Issue: Mar., '93 Alex: 69 Rick: 71 Steve: 72 Average: 71 


While some people out there might take their games seri- 
ously, the Wacky Funsters geek certainly doesn't. Here are 
five games designed to offer you a challenge while giving you 
a chuckle. Play a game of Pong-like Ping, shoot annoying 
humans or helpless animals in Rambi vs. Blambo, fight it out 
with your old schoolteachers in Big Guys with Muscles and 
other games to test your funny bone. 


Ruckus Roulette 


by Villa Crespo 
Issue: May, ‘93 Alex: 78 Rick: 70 Steve: 83 Average: 77 


Tired of throwing your money away on the spin of a wheel? 
Now you can enjoy the fun of roulette at home without risking 
a nickel. Enjoy the atmosphere of the table with the interest- 
ing cast of characters while you play the odds and options. 
For hard-core gamblers, the spin simulator will let you see 
how you'll do with your roulette strategy on any number of 
simulated spins. 


Casino Video Poker 


by Wilson Software 
Issue: May, '93 Alex: 74 Rick: 84 Steve: 74 Average: 77 


One of the most popular ways to play cards in any casino is 
at the video poker tables. Of course, most players rely on 
luck, but Wilson Software offers you a way to learn the odds 
and play more intelligently. With each hand, you can ask the 
tutor for the odds and keep the cards that give you the best 
chance of striking it rich. A unique replay mode offers you a 
chance to redo the hands you may have misplayed. 


You played 22 hands and uon 4205 coins. 
13 hands vere pl m 
3 hands had strat 


| 


8-Bit. 


Good. 


Signal Processor. 


Fire up your favorite game and get ready to be blown away. Because 
now every sound you couldn't hear with those other boards is going 
to come storming out of your PC with intensity like you've never 
heard before. Introducing Orchid's signal processing SoundWave 32. 

SoundWave 32 is nothing short of a revolution in sound, with 
its own rocket-quick RISC signal processing chip (DSP). While other 
boards try to stuff their puny sounds through slow, outdated FM 
chips, SoundWave 32's 20 megahertz signal processor rushes out 
rich, 16-bit sound. With incredible clarity and separation. 

And there's more. Not only do you get dual CD-ROM inter- 
faces and free stuff like stereo speakers, a microphone and a stereo 
cable, but SoundWave 32 also gives you amazing wavetable 
sampled sound. So when the game calls for a killer riff, you don’t 


SoundWave 32 


Advanced Wavetable Synthesis sound Card 


BY 


// N 


just hear a computer simulation of a guitar, you hear the real, 
recorded instrument. 

Of course, SoundWave 32 is compatible with everything 
— SoundBlaster, AdLib, General MIDI, Microsoft Windows Sound 
System, and Roland MPU-401 MIDI Interface, and for you game 
players, Roland MT-32 sound module. And with just a simple change 
of software, its signal processor will handle any new sound format 
that comes along. 

So if good isn't good enough, get crisp, signal processed sound 
and state-of-the-art wavetable technology, all for the price 4 ) 
of the lesser boards. Get infriggincredible sound and 
value. Get SoundWave 32 from Orchid. To hear more, & i 


call 1-800-7-ORCHID today. ORCHID 


© 1993 Orchid Technology, 45365 Northport Loop West, Fremont, CA 94538 
Orchid and SoundWave 32 are trademarks of Orchid Technology. All other trademarks are owned by their respective manufacturers, 


NOTE: Legend has included a 
detailed hint book with Gateway 
II: Homeworld. This guide is to 
help those who wish to finish the 
game without using this aide, or 
who have merely misplaced their 
hint book. 


You begin your day as a wealthy, 
retired Gateway prospector (if you 
didn't play Gateway, this may sur- 
prise you). First thing, pick up every- 
thing in your bedroom to the south- 
west. Feel free to wander around 
after this, as there is no escape from 
this section of the game until after 
you have heard both of the mes- 
sages that will come over your PV 
(since you've got enough money to 
get one, you should think about 
redecorating your place...yecch!). If 


An exciting port of call, where you'll inter- 
act with the natives and be held hostage. 


you want to read the fax that you got 
from your bedroom, do so. Other- 
wise, just wait until you've heard the 
messages. Then get out. 

You keep dying? Those Phoenix 
Sect nasties keep spanking you? 
Break the SmartBuilding panel in 
your living room. This will allow you 
access to the stairs to the roof, 
where you'll be whisked off to the 
Gateway Corporation's launch com- 
plex. 

The launch complex presents you 
with fairly challenging puzzles. Make 
sure you search all the dead people 
for objects. In particular, make sure 
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you have the gas mask, the radio, 
and the grenade from the Phoenix 
Secter, and the access card from 
the dead technician. A big help is to 
be patient in terms of the tram. Once 
you've managed a successful auto- 
launch countdown for the Aquila, 
you need to get there pronto. Clam- 
ber aboard the tram (again); when it 


pack a gas mask! 


the grenade, leave it on a seat and 
head into the fuel transfer area. 
Read the console. The blue sensor 
is always faulty, so replace it with 
either of the other two sensors, then 
flip the lever. Ride the gantry eleva- 
tor, enter the ship, close the door, 
get to the flight deck, and sit down in 
the command chair. Then, as your 
penultimate action to liftoff, WAIT. 
Keep waiting. Wait some more. 
When you arrive at the space 
probe, you'll be met by a powerful 
tractor beam. Don't sweat it. Once 
your ship has landed for you, go to 
the exit hatch, and open the medical 


egend 
supply kit. Get everything. Now 
would be a good time to examine 
the hypo. Set the green dial to maxi- 
mum and leave it set. Get out of the 
ship and go to the cargo bay. From 
there, go up; you will encounter 
Diana Tolson, who is pretty abused. 
She's even prettier not abused, 
though, so feel free to heal her. You 


Scary monsters abound, so save your game 
often... 


need information about what's ailing 
her, so strap the autodoc on her. 
Use the hypo on various settings to 
bring her around. Talk to Diana; 
she's a wealth of information. Get 
everything in the room when you're 
done talking, then climb back down 
to the cargo bay. 

From here, go east until you get to 
the Terminal Room. See that panel? 
Open it, and stick that green cube 
thing into the matrix. Push a button. 
Welcome to my home! Unfortunate- 
ly, l've been deemed too dangerous 
to talk to by the Old One, so you'll 
have to talk to whoever happens to 


have a doorbell. The person you 
most need to talk to is Miki. She 
knows more about the way this ship 
runs than almost anybody. She even 
has the code you need to get into 
the zoos. 

When you feel you’ve wasted 
enough time playing twenty ques- 
tions with these electronic bone- 
heads, jumpjet back to the Cargo 
Bay, then head to the zoos. 

Use the combination Miki gave you 
to get through the door. When you 
get to the obelisk room, examine the 
obelisk (do this in each obelisk 
room, since you'll need what's writ- 
ten there eventually). If you don't 
have the red crystal rod in your 
inventory, YOU'RE DEAD MEAT! 
Actually, you're not; just go back and 
get it from the room Diana Tolson 
was in. Here's your hall pass; you 
have five minutes. 

Back already? Touch either the 
portal or the sphere with the red rod, 
then go through the portal. The first 
zoo has three challenges: thick 
brambles, mini dinosaurs, and a 
thieving lizard. First, jump across 
that sticky ooze and get some bram- 
bles. Jump back, and let the green 
blob crawl over 
you. When he is 
Bo rb | y 
ensconced, jump 
across the ooze 
again. The blob 
will clear a path. 
Once through 
the thicket, you'll 
encounter the 
dinos. Scramble up the tree, pick 
some fruit, and throw it at the dinos. 
Climb back down. Seeing as how 
you've managed to slip and hurt 
yourself (you clumsy oaf!), you'll be 
in no shape to fend off the lizard 
who will steal the red rod. Go back 
to the ooze and get some of it in the 
metal bowl you should have 
received from Diana Tolson. Use 
this to get access to something the 
lizard really wants. You'll wind up in 
another obelisk room. This is your 
"second chance" to get the informa- 
tion you may have missed on your 
way in. From here, go north. 

Get the info from the obelisk, 
touch the portal or the sphere with 


the red rod, and go into the next 
zoo. Hello, it's dark! Look. See those 
roots? Climb ‘em. You're at the mud- 
hole. Skin that dead thing, wear its 
pelt, then play in the mud. Get the 
branch, then go northeast. These 
two cheerful fellows are Oogah and 
Boogah (true!). Go on into that big 
cave. You'll encounter the Chief. 


The Big Cheese. The Head Honcho. Numero 
Uno. The Host with the Most. 


Ordinarily, | wouldn't think that being 
chief of a tribe of three guys would 
be that great, but this chief sure 
seems to think it is. He'll try to 
impress you. While he's doing this, 
get that leather thong off the floor. 
To counter-impress the chief, show 
him the rod. The chief will throw 
something into the fire that will pro- 
duce great reams of smoke. Throw 
your vial of alcohol into the fire. Sit 
back and enjoy the ride to the river, 
where the chief will challenge you to 
a spear-chucking contest. Obvious- 
ly, here you'll have to kill the other 
tiger (or will you?). Being the soulful 
ecowarrior you are (you big burly 
hunk of burning manhood, you), you 
decide that if the tiger merely looks 
dead, that'll be okay. So you whip 
that hypo out, set the blue dial to 6, 
tie it to the spear, and wing it at the 
tiger. When the chief tries to force 
his rather hideous necklace on you, 
give it back. After he's gone, take 
everything. Go back to the cave, 
light the branch, and go north. Exit 
the zoo. 

Walk north until you come to the 
lab. Get that box off the platform. 
Open it, go north, examine the 
obelisk, enter the zoo, and go north. 
Welcome to Insect World! Wait until 
some of the insects have crawled 
into the box, then get some of that 
green goo from their trough and put 
that in the box with them. Close the 
box and go south. Inject yourself 


with some antitoxin. Use the Control 
Console in the lab to see what the 
insect looks like. The machine is 
called a Genetic Inducer, so induce 
some genetic changes. In particular, 
get rid of the mandibles and the 
stinging tail. Once you've made the 
changes, take the box back to 
Insect-o-rama in the zoo. Open the 
box, wait until all the insects have 
mutated, inject yourself with some 
antitoxin, and go north. Exit the 
insect zoo. Go north to exit the 
obelisk room. 

"Holy cobwebs, Batman!" said the 
Boy Wonder. This is one big spider. 
Go northwest, turn the key, and grab 
the gun. SHOOT THE CAMERA 
FIRST. With the spiders eye out of 
action, you may feel free to take pot- 
shots at the now-errant spider. Fun, 
ain't it? 

Go north, open the panel, and deal 
electronic death to the Oldest One. 
Pull four green and three blue cores 
as well as the green cube from the 
ship matrix. Once he's gone, go to 
the bridge at the forward end of the 
ship. To fly the ship, input the code 
you got from the second zoo and 
enjoy the ride. 

Back so soon? Welcome to your 
next stop, the beautiful Ice Planet! 
Here you'll encounter the Kords, a 
race of crystal spinal columns wear- 
ing snake heads. Get everything you 
can from the area around your (now 
defunct) ship. Follow the first Kord 
you encounter until he brings you to 
the Ancient. The Ancient will give 
you lots of useful information. Upon 
exiting the Ancient's hovel, stop and 
watch the child play with his stick, 
then find the dust pit. Examine the 
dust. Now find the Sculpture area. 
Examine all the sculptures (make a 
note of the number engraved on the 
Sculpture of the ship), then take the 
sculptures of the lamprey, the jewel, 
the cutter, and the bowl. Now go talk 
to the artist, just to the south. Show 
him each of the sculptures in turn, 
and watch and listen. That glacier 
looks tricky, no? Think of it as a 
gravity well. Well... well... water... 
hmm... 

To the northwest lies water, and 
back southwest from here is the 
glacier. Pour a little water at each 
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intersection, then follow the trickle. 
Eventually you'll come to the ship. 

At the ship, examine the keypad, 
and enter the code from the ship 
sculpture. Open the hatch. Nice 
decayed corpse! Take that little pod 
thing he’s wearing, then open the 
access panel to the drive. Well, look- 
ie here, junior! Another clamp! Press 
the blue button to release the mag- 
netic mechanism holding it in place, 
then take it. Use the physics of mag- 
netic attraction to get out of the pit. 

Now to deal with the dreaded 
monster the artist picted about. Find 
and take the dead Kord, which 
should placate the monster. Go 
north three times. Here are those 
weird worms. Just as the Kord 
showed you, scrape the ice with the 
cutter, then wait until a diggle carves 
out a hole in the ice. Go through the 
ice, then go north once more. At the 
doorway, put the pod in the impres- 
sion. Welcome to the Heechee res- 
cue station. 

If you've had trouble getting 
through this section of the game, 
even when following the directions in 
the hint book, it's because the hint 
book is WRONG. So without further 
ado, here's the correct solution: 
Take the control module, push the 
"bulkhead" button, then the right 
arrow key three times, then the 
"bulkhead" button again. Go east 
and push the handprint, then go 
west twice and north once. Remem- 
ber that tuning fork you picked up 
quite some time ago? You've proba- 
bly been banging it every so often 
just to see what happens. Here's 
your chance to use it to affect some 
type of change in the game: hit the 
tuning fork. As the machine goes 
nuts due to the cracked crystal, go 
up. Examine that control module 
again: push the left arrow button 
once, then the up arrow thrice, then 
the trident button. The game shells 
you back out of the control module 
interface, which it shouldn't do. 
Examine the control module once 
more, press the down arrow thrice, 
then the left arrow. If you didn't flunk 
elementary physics, you ought to 
remember Roy G. Biv, the handy 
mnemonic for the visual spectrum of 
light in order of decreasing wave- 
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length (red, orange, yellow, green, 
blue, indigo, violet). That little control 
bar in the lower right-hand corner of 
the picture screen is a light intensity 
meter, but indigo is apparently not 
considered a color by the Heechee. 
If the meter is in the first cell of the 
bar, choose the red button on the 
ship command panel; if the meter is 
in the last cell, push the purple but- 
ton. This is not rocket science 
(although, in a way, | guess it is). 
Despite the fact that you are not 
belted into the command chair of the 
Heechee ship, you will survive the 
trip to the Heechee homeworld with- 
out being turned into a red pulpy goo 
on the aft deckplate. 

You are now a prisoner on the 
Heechee homeworld, a place 
absolutely littered with aliens who 
have way too much time on their 
hands. Examine the communicator, 
reading what is posted there. Take 
the pod, wear it, then pick up the 
pouch and open it. Aha! Karl Marx's 
religion! Exit your quarters, then go 
west to the tram. Going south from 
the tram terminus leads to the local 
community college, where you'll be 
met by an escort you will truly wish 
to ditch A.S.A.P. Wait until the 
escort takes out his thermos (pass 
the time by humming “I’m Picking 
Out a Thermos for You” from The 
Jerk); when he (she?) looks away, 
put the powder in the thermos.. Wait 
until the green light comes on, then 
enter the hall. You'll do a little song 
and dance number, then you'll want 
to go out. Head east to the tram, 
then go north to your quarters. 
Check out the communicator again. 
Exit your quarters, then go west to 
the tram (isn't this graphic getting 
kind of old?). Wait at the college 
until 2:55, then go northeast and 
wait until Macropterous arrives. He'll 
delight you with some juicy news. 
Exit the hall, go east to the tram (yet 
again), but rather than going back to 
your quarters, head southeast and 
listen to the prophet (he keeps 
repeating himself, so just wait until 
you hear the bit about the second 
verse). Go east, then south to the 
garden. You'll notice a plot of dirt 
where nothing is growing. Read the 
plaque there, then move the dirt and 


get the seeds. Go north three times, 
and get in your ship. If you examine 
the control panel, you'll notice one 
destination that is unmarked. 
Choose it. This will present you with 
another graphic you'll eventually get 
Sick of seeing. Welcome to the wona 
of the White Hand. 

Get out of your ship and go north. 
The little guide drone can be inter- 
esting to listen to, but doesn’t give 
you a whole lot to work with. On the 
other hand, you don't really need to 
listen to it at all. Examine the altar. 
Type “turn disks” to affect the altar. 
Even if you hadn't listened to the 
prophet, you could probably solve 
this puzzle using some common 
sense: turn the wings to the sky, turn 
the hammer to the stone, turn the 
plant to the water, turn the knife to 
the fire. Welcome to the secret 
ipee: of the White Hand. 


When you meet Exegesis, ask him 
where you could get a field genera- 
tor. Once that is answered, choose 
the unmarked code from the control 
panel, exit your ship, and go north. 
Check out that column. Remember 
those seeds and what you were told 
about them? Right: plant the seeds. 
Now that you have ironweed vines 
supporting the column, press the red 
button on the field generator, and 
take it. While you're in the area, you 
should probably also grab the ID 
badge that some careless archaeol- 
ogist has dropped here. Enter your 
ship and choose City Hangar from 
your control panel. Upon exiting the 
ship, go south twice. Heading east 
from here leads you to some seri- 
ously foul-looking, yet thick and 
chewy, sewage. 

Once you've crossed the sewage, 
you'll find a number of adventures 
Still awaiting you. Plan wisely, or the 
Assassins will put an end to the 
human race. -Ted Chapman 


It doesn't push the envelope. It shreds it. 
Mechwarrior Il: The Clans creates a new reality. A world of sights, sounds and action 

that can bring you to the brink of sensory overload. Feel what it's like to control 
; 100 tons of pure hostility, with enough firepower to 
vaporize a squadron of F-15s. Atop a 31st-century 


BattleMech four stories high, you're thrust into the 


Most eye-popping missions imaginable. Each mission a frenzied fight for victory, honor 


and the glory of The Clan. Mechwarrior Il is a guaranteed adrenaline rush. Go 


One-on-one in real-time via modem. Pick from 16 phenomenal ‘Mechs and 40 


~ futuristic weapon systems. Use multiple 
POVs. Select from hundreds of missions in 
every conceivable environment. Choose 


instant action or a complete career. Mechwarrior Il: The Clans, so 


ACTIVISION 


T id i Mechwarrior Il: The Clans is available for IBM and compatible computers. 
i SNES version also available. To order see your local retailer or call (800) 477-3650. 


we BattleTech, BattleMech, ‘Mech and Mechwarrior are Registered Trademarks of Fasa Corporation 


heavy it crushes the competition. 


E- CCR SRATEGY 


What? Oh, sorry, milord—I didn't 
hear you come in. | seem to have 
the advantage, as | know of you and 
your exploits, but you know not of 
me. Very well. | am the Golden 
Emperor's Lord Chamberlain, cur- 
rently in disfavor... well, imprisoned. 
You will have need of my services, if 
you are to survive. 

You see, | know of you and your 
dreams, your desire to carve a fresh 
stronghold of civilization out of stark 
hostile lands. It will require careful 
planning, dauntless strategy, iron 
will, and more than a little luck. But 
we shall succeed. 

We? Yes, | wish to accompany 
you. Here’s a court secret, one of 
many-it was my counsel that 
brought the Golden Emperor to his 
heights of glory, not his addled 
plans. | can tell you these strategies, 
give you the honeyed wisdom of a 
wise tongue. But we must hurry, for 
my guards will sleep scant minutes 
longer, and either | or my life must 
slip away this night. 


C | 
aracters 
Alignment is not a topic on which I 
can counsel you. It will determine 
your victory conditions. | will advise 
you both on methods of war and of 
building, and you must heed both at 
different times, regardless of your 
intent. Chaotic Warlords will founder 
without a strong base to strike from, 
and Lawful Protectors will be struck 
down without a solid defense. Neu- 
tral Rulers must do everything. Sim- 
ply follow my instructions, milord, 
and you can succeed on any path. 
Now, milord, the first of several 


choices lies before you. What com- 
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by SSI 


panions shall you take with you? No 
more than four may travel with 
us-more and your abilities to com- 
mand and control would be diffused. 
Also, you must select a path for 
yourself as well. 

Unfortunately, eight choices must 
be condensed into five. Fortunately, 
the specialties of the classes avail- 
able to you, coupled with the reali- 
ties of success, reduce the spectrum 
to two choices. 

Magic-users are too valuable as 
field artillery; your forces must 
include them, regardless of whether 
you choose to attack foes or merely 
resist them. Clerics are the best sup- 
port troops, healing and protecting 
your heavier forces. Elves, while 
Slow to improve their levels, can 
master the best of both worlds, com- 
bining spell power with missile fire. 
These three are musts. 

Dwarves and Fighters are cut from 
the same mold, with two important 
differences. Dwarves may build 
Mason's Halls, which speed your 
building and therefore expansion. 
Fighters may also be Archers, 
adding necessary missile capabili- 
ties to your forces. One of these 
classes is necessary to your strong- 
hold; only they may build the 
Armories your troops will need. 

Another choice must be made 
between Halflings and Thieves. One 
of these classes is necessary, for 
only they may scout for enemies at 


range. Halflings have the advantage 
of Bakeries, which increase both 
income and food supply. Thieves, 
however, can create Glassworks, 


allowing for better intelligence and a 
defense against Medusae. 

Of course, these are not the only 
choices available to you, milord. 
This arrangement of population 
merely allows for the most flexible 
approach to your stronghold. If you 
choose to disregard some of my 
counsel, however, be certain that 
you include either Elves or Fighters 
(for crucial missile weapon support) 
and either Halflings or Thieves (for 
necessary scouting reports). Without 
these elements, your stronghold is 
much more difficult to defend. 


Defe 
|Derense 

Now, you must place your keeps. 
This is a time for careful thought, for 
you must plan for defense and 
expansion, as well as for natural 
resources. 

Select a large area, perhaps a 
quarter of the large map, as your 
home area. This area should be rel- 
atively mixed in timber and rocks, 
preferably with many hills and few 
mountains. However, make your 
selection primarily based on the 


water in the area. Lakes and rivers 
form natural lines of defense. If your 


back and one flank are edges of the 
map, and the other flank is a lake, 
enemies can only assault from one 
side. Never place your keeps in the 
center of the map; this invites attack 
from all sides. 

If possible, your front should be 
along two parallel waterways, allow- 
ing the construction of a wall. If your 
base camps are isolated by water, 
map edges, and a single wall, your 
people will be almost unassailable. 

After your castle and surrounding 
keeps have been placed, the chal- 
lenge truly begins. 


Growth 


Send your initial population to 
build two things as quickly as possi- 
ble: Housing and Marketplaces. To 
take care of your food supply in the 
earliest stages, simply claim every 
Tree you find. 

It is necessary to build Housing 
soon, because your population 
grows much more quickly if large 
vacancies exist, and will not grow at 
all if none exist. Allow your people to 
Autobuild during these early stages 
as well. 


Marketplaces are important, for 
they not only encourage a fully inte- 
grated economy between your 
underlings, but also provide cheap 
immediate income. These funds will 
prove most necessary in the months 
to come. 

After each character has three or 
four units on the map, begin con- 


struction of Farms and active build- 
ing of Homes. When possible, build 
a Bazaar or two, and continue the 
construction of Marketplaces. 

| do not mention Mines, as they 
are entirely the province of luck. 
Mines appear and peter out in 
unpredictable ways. Count them as 
the hand of Fortune, and use the 
funds they provide to construct edi- 
fices that will bring in predictable, if 
lesser, amounts. 

The second stage of expansion 
should not be a headlong rush for 
the frontier. Keep your units in close, 
forming a massive city, rather than 


isolatable suburbs. Instead of contin- 


uing to build small cheap buildings, 
upgrade the ones you have. 

That, milord, is the single best 
piece of counsel | can give you on 
growth. Enhance existing buildings, 
rather than building new ones. 
Examine the charts your accoun- 
tants will give you. For example, the 
second level of Cleric Housing, the 
Refuge, holds ten Clerics, instead of 
the two that a Chamber holds. While 
building five Chambers is cheaper, 
you will not have the space to do so. 
You cannot produce units quickly 
enough to build those Chambers, 
while the soon-to-be Refuge already 
has a unit ready to build it. This 
increases the amount of free hous- 
ing dramatically, raising the recruit- 
ment much more quickly than 
Chambers will. 

This construction strategy holds 
true for every type of building. 
Notice, milord, that Trees claimed 
once provide but one gold and five 
food. Upgrade into a Grove, howev- 
er, and it produces five gold and ten 
food. 

While your underlings should 
rarely, if ever, chop down trees, an 
Elf who does so is suicidal. Elf Trees 
are the only buildings available that 


produce food, store it and produce 
gold, in addition to housing Elves. 
Upgrade these as quickly as possi- 
ble, and build more soon. 

Eventually, you will want to 
upgrade your keeps and castle as 
well. While expensive, those 
upgrades increase living space 
tremendously. 


Starvation 

Winter will come, and your people 
will die unless preparations have 
been made. These preparations are 
simple, milord—build storage enough 
for the food. The fall harvest will cer- 
tainly overcome your ability to store 
it. To prepare for most of it, there are 
but two things to do. 

The first is to build many gra- 
naries, and indeed, you will need 
them. However, as you will see from 
my discussion on Economics below, 
this will quickly drive your stronghold 
into ruin. 

Instead, construct more Housing, 
which stores food as well as people. 
Before winter, if possible, also have 
all four keeps, upgraded as well. 
Bazaars also will keep some small 
amount of food coming in even dur- 
ing the bitter months. 

Trees are the best source for win- 
ter food, however. They will provide 
food no matter the season, and a 
Forest feeds thirty. Elves should 
never starve, given the wonderful 
source of Elf Trees. 


When you do find it necessary to 
build granaries, and especially in 
later years when your population is 
large, be certain to upgrade them to 
Storehouses and Granaries when 
possible. Given a strong economy to 
support them, these edifices will 
store increasingly large and neces- 
sary amounts of food. 
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Economics 


The flow of gold into your strong- 
hold is the single most important 
area that can hold milord’s attention. 
Without a positive flow of funds, your 
people cannot defend themselves 
with walls, store food for winter, train 
themselves, or indeed have the 
funds to build anything at all. The 
funds must be kept positive at all 
times, or buildings over your entire 
holdings will feel the pinch and slip 
into decay. 

It is important to understand the 
difference between current treasury 
funds and income. No matter how 
rich your people are, unless their 
income is zero or more, their build- 
ings will begin to decay. 

This is crucial to the maintenance 
of your stronghold. Note that a first- 
level Granary costs ten income-in 
order to pay for that, ten gold must 
enter your economy from some- 
where. That is two Marketplaces, or 
part of an Inn, and so on. Do not 
build the larger, better public works 
until you have the income to afford 
them. That bottom line is more 
important than your total treasury. 

Your economy must be built initial- 
ly upon Marketplaces. They are 
cheap to construct, and provide 
good return as well as allow access 
to the common fund. Build all ten as 
quickly as possible. 


Bazaars are also important, as 
they allow the sale of surplus foods 
at any time. In later stages of your 
Empire, you should have many full 
Bazaars, each creating 40 gold of 
income until winter. 

All classes (except Fighters and 
Dwarves) have special buildings that 
exist only to produce income, such 
as the Cleric’s Scribery. Build these 
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as soon as you can. Upgrade them 
when you have the treasury-they 
are what make your treasury. 

By far, however, the crowning 
jewel of your economy will be your 
Inns. Not only do Inns produce 
tremendous amounts of income, 
they also provide housing for 


increasingly large numbers of peo- 
ple. Build one as soon as you possi- 
bly can. Build several, and upgrade 
them as soon as possible. They will 
be the cornerstone of your economy, 
and spur growth and prosperity for 
your people. 


Warfare 


Regardless of your wishes, you 
will engage hostile creatures. It may 
even be one of your goals. If you are 
wise and patient, few creatures can 
stand in your way. If you are lazy or 
unready, you will watch our Empire 
crumble around us. 

The secret to defeating all ene- 
mies with ease lies in your Training 
Halls. Build them when your econo- 
my can afford them. Also, build more 
than one per character-the more 
Training Halls that each underling 
has, the faster his or her troops will 
gain levels and power. An Arena is a 
must; build one as soon as you are 
able. Once your people are training 
at high rates, even your rear defens- 
es will be sufficient to ward off a sur- 
prise attack. 

When launching an attack at an 
enemy, go in with the intention of 
wiping them out totally. Do not stir 
up a powerful enemy unless you will 
deal a deadly blow. In order to build 
a strong task force, send your new, 
young units not to the front, but to 
your oldest holdings. There, 
exchange guard duties with your 
older, more experienced units. Do 


this for all your characters, and then 
send the results to a neutral area 
near your front. Make sure that the 
attracted are from various types of 
units, including archers or elves and 
Scouts to see the enemy. When all 
have arrived, send them towards the 
enemy in a large mass. 

It will be tempting to strike the 
enemy's citadel hard and quickly, 
but this proves unwise. Seek out 
and destroy approximately half his 
forces, if not more, before attacking 
his citadel. After its destruction, the 
remaining creatures will swarm into 
a horde and attack your nearest 
keep in a direct line. Your task force 
should chase this horde down and 
trap it between your force and your 
defensive wall, there to be slaugh- 
tered. 

Few creatures have an effective 
defense against this strategy, and 
there are none who cannot be 


swarmed and taken by powerful 
forces. Some, like Dragons and 


Giants, will put up quite a fight, but 
will eventually be quenched. 

Few monsters will actually show 
signs of intelligent assault. While 
some may attempt to bridge your 
aquatic defenses, most will happily 
send scouts time and time again to 
be slain by archers on your wall. As 
long as you do not provoke them, 
most hostile creatures will keep to 
themselves, leaving you safe, sound 
and secure enough to launch a final 
assault on them. 

Follow my advice, milord, and your 
dream of an empire of your own will 
be made real. Indeed, if your intent 
is only one of peaceful growth, your 
success is assured. Even a con- 
quering lord can benefit from these 
economic policies, and, of course, 
those who try both paths need much 
help. Come, milord, let us begin a 
new world together. -Kevin Perry 
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of World War I, 
navies were 
made of steel 
ships and iron 
men. Steam-pow- 
ered ships sailed 
the Atlantic, 
fighting and 
dying for the 
greater glory of 
their country. 
Great Britain had 
been the un- 
matched super 
power of the 
waves for over 
100 years, but 
Germany s$s mili 
tary machine had 
closed the gap. 
and the German 
Imperial Navy 
was determined 
to unseat the 
British from its 
watery throne. 
Both fleets of 
well-armed and 
armored ships 
clash many times, 
culminating at 
Jutiand, one of 
the greatest 
naval battles of 
the war and one 
of the largest of 
all time. 
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The battles at sea in WWI were epic 
in proportion and importance. Both the 
English and German fleets sought to 
disrupt each others shipping lanes and 
trade routes through superior naval 
power. Jutland recreates several of 
these battles. The following pages will 
go into some detail on four of these 
scenarios with hints for each side of the 
battle. 


The Battle of Coronel 


T he German navy is attempting to 
block British trade and supply routes 
by sinking merchant shipping around 
Coronel. The British have brought in 
the cruisers Good Hope and Mon- 
mouth and the light cruiser Glasgow 
to prevent such an action. The Ger- 
man force consists of the light cruis- 
ers Leipzig, Dresden and Nurnburg 
and the armored cruisers Scharn- 
horst and Gneisenau. The converted 
merchant man Otranto may become 
available to the British side later in 
the battle. 

The German fleet has the advan- 
tage of numbers, firepower and just 
about everything else. A British cap- 
tain will find himself greatly outnum- 
bered and emperiled very quickly, 
while a German commander should 
have a relatively easy time of things. 
The British lost both the Good Hope 
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and the Monmouth with the loss of 
all hands in this battle, while the 
Germans sustained only minor dam- 
age to their ships. 


As the British: 

The first thing you should do is 
swing around to the north. The Ger- 
man fleet will be sailing south with 
the larger ships in front. What you 
want to do is to pull in behind the 
German fleet and pick off his smaller 
ships one at a time. While you are 
affecting this maneuver, start firing 
at him by targeting one of his ships 
and putting your guns on auto. As 
soon as your gunners find the range, 
you can take one of the German 
ships down with little or no trouble. 

Once behind and to one side of 
the German fleet, target the closest 
ships and match both its speed and 
bearing to keep it an easy target for 
your gunners. This will keep you at 
about the same distance from him at 


all times. Make sure you are at least 
somewhat to the right or left of his 
ships, as this will provide your gun- 
ners with a larger target. If you want, 
you can change the guns to manual 
fire and target the enemy yourself, 
but the gunners generally do a very 
good job if left on auto. Increase 
your speed after each ship has been 
sunk to get closer to the next target. 

Keep a close eye on the plot 
screen to make sure the German 
fleet doesn’t double back or switch 
courses on you. If they do, remem- 
ber you can change your course 
from the gun room. 


Use the map room to plot the movement of 
your entire fleet. 


As the Germans: 

First of all, don’t expect to come 
out of this battle unscathed. While 
you do outnumber the British, their 
ships have powerful and accurate 
guns that can do an incredible 
amount of damage to your ships. 
The key is to concentrate your fire 
on one ship and do your best to 
knock it out of the water. The British 
commander will probably be doing 
the same thing, but losing one of 
your ships while destroying one of 
his and possibly even a second will 
give you an excellent chance at vic- 
tory. 

Second, since you have superior 
firepower, numbers and ship weight, 
don't run! Don't let the British give 
chase and snipe at you from afar. 
Go right after them and bring the 
battle into relatively close range. Try 
to stay out of range of their torpe- 
does, since you more than likely will 
not need yours. Hammer him from 
about 5,000 yards and keep your 
ships zig-zagging and moving to 
avoid as many hits as possible. 


The Battle of 
the Falklands 


T he German Navy was attempting 
to make the Falkland Islands a new 
base of operations in the South 
Atlantic. The British, after their loss 
at Coronel, decided to bring in big- 
ger ships and guns to destroy the 
Germans in the area. The German 
force is again made up of the 
Leipzig, Dresden, Nurnburg, Scharn- 
horst and Gneisenau. This time, 
however, the British are attacking 
with the light cruisers Glasgow and 
Bristol, the cruisers Inflexible, Kent, 
Carnavon, Cornwall and Invincible 
and the aging battleship Canopus. 
Here, the advantage is swung 
heavily in favor of the British. Histori- 
cally, the British won this battle 
handily, sinking both the Scharn- 
horst and the Gneisenau and with 
them, German Admiral von Spee. 


As the British: 

Take the battle to the Germans. 
You’ve got superior firepower and 
ship numbers on your side, so attack 
the German fleet as quickly and as 
strongly as you can. Close in, target- 
ing the Scharnhorst and Gneisenau 
first. Once those two ships are out of 
the way, the other three should be 
easy pickings. 

Don't get too overconfident, how- 
ever. The Germans can get lucky 
with a magazine hit on one of your 
ships, sending it to the bottom with- 
out any warning. Build up a full head 
of Steam and come at the Germans, 
even risking a torpedo hit if that’s 
what it takes to get the job done. 

As the Germans: 

Run! Put your engines to full flank 
speed and take off into open water. 
As you go, snipe at the British ships 
that stand in your way. A course 
heading between 75 and 105 
degrees will take you away from 
some of the British ships. 

Use the same tactics here that the 
British use in the Battle of Coronel. 
Try sniping at the enemy from a dis- 
tance. You will have some trouble 
damaging the larger British ships, 
but you should be able to take out 


many of his smaller ships in short 
order. Attempt to draw his ships off 
in pursuit of you. If possible, get the 
British to divide their fleet and 
square off against one ship at a 
time. One way that may work is to 
direct the ship you are controlling 
away from the rest of your fleet, cre- 
ating a diversionary force. Attack 
broadside when you can, bringing as 
many of your guns as possible to 
bear on British ships. 


The Battle of 
Heligoland Bight 


B ritish ships were patrolling the 
area with orders to destroy any Ger- 
man ships that came their way. The 
British have the light cruisers Are- 
tusha and Fearless, the cruiser 
Hogue and the battle cruisers Lion, 
Princess Royal, Queen Mary, New 
Zealand and Invincible. The German 
ships consist of the light cruisers 
Stettin, Frauenlob, Strassburg, 
Mainz and Koln. 

The first major naval engagement 
of the war, the Battle of Heligoland 
Bight, occured less than one month 
after war was declared. While the 
British suffered minor losses and 
had some ships damaged, the Ger- 
man Navy lost four ships and over 
1,000 men. Britain celebrated the 
relatively easy victory while Ger- 
many’s fleet resolved to avenge the 
loss. 


As the British: 

Numerical superiority is yours, so 
you should exploit it. While the Ger- 
man ships do have some power 
behind them, they are no match for 
the massive armament of your five 
battle cruisers. German ships will 
move in from the east, trying to sail 
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between your two groups. Let them. 
This is a tough gauntlet for anyone 
to survive, so let them try. As they 
pass by, pound them, moving in at 
full flank speed to close the dis- 
tance. By the time you get close 
enough for a torpedo hit, there 
shouldn't be much left to mop up. 

If any ships do get past you, pur- 
sue at an angle to bring more guns 
to bear. The chances are good that 
your ships will be capable of moving 
faster than the German ships are 
going, so boost your speed up and 
zig-zag behind them to keep them in 
front of you. 

As the Germans: 

Instead of sailing between the two 
groups of British ships, sail around 
them. They’ve already helped you 
slightly by putting themselves into 
two smaller groups instead of one 
massive fleet. While they will use 
this to try and affect a pincer move- 
ment, you can use it to your advan- 
tage. 

Sail north at top speed to draw the 
British ships after you. Take on the 
northernmost fleet of British ships, 
keeping the others far enough 
behind you that they can’t get you in 
range. If the British ships do close 
with you, fire aft torpedoes to keep 
them a safe distance away. While it 
is honestly not very likely that you 
can win this scenario as the Ger- 
mans, inflict as much damage as 
you can for a moral victory. Don't 
keep a steady course. Instead, set 
your guns on auto, leaving the tar- 
geting to the experts and take up a 
meandering course to provide a 
tougher target to hit. 


The Battle of 
Dogger Bank 


T he German Navy had been exe- 
cuting raids against British coastal 
towns. The first raid was against 
Yarmouth, and little damage was 
inflicted. On the second raid, the 
German Navy attacked Whitby, 
killing five; Scarborough, killing eigh- 
teen, many of whom were women 
and children; and Hartlepool. At 
Hartlepool, the damage was exten- 
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sive. 119 people were killed and 
another 300 injured as German 
ships shelled the area from dis- 
tances of five miles to 500 yards 
away. British ships were sent to the 
Dogger Bank area to prevent further 
assaults. 

Both the British and German 
Navies have the same ships in the 
Heligoland Bight scenario, with the 
British adding the battle Cruiser 
Tiger. Both sides may have addition- 
al ships become available during the 
scenario. 


As the British: 

Sail northeast until you spot the 
German ships. Wait in the plotting 
room, dropping the magnification of 
the screen to the lowest possible to 
see more of the surrounding area 
and boost the time dilation up to 
x16. The German ships will be evi- 
dent after about a minute. Continue 
sailing towards them with a heading 


Success at sea means awards, while win- 
ning the war means a parade! 


of 60 degrees. When they get about 
20,000 yards away, turn 30 degrees 
to starboard and sail in a little closer. 
Then turn a further 30 degrees to 
starboard to sail alongside the Ger- 
mans and hit them broadside. Tar- 
get the leading ship. 

Since you've got the advantage, 
set your course, making periodic 
checks in the plot room to keep the 
same course as the enemy ships. 
Man the guns yourself and go for the 
kill. A toe-to-toe battle is weighted 
heavily in your favor. 

As the Germans: 

Once again, the British have you 
outnumbered, so you can’t afford an 
all-out battle with them. Your best 
bet is to keep your guns on auto and 
have all your ships target one of the 
British cruisers at a time. Use the 
plot room to find the closest one and 
send the command to shoot at the 
targeted ship. Set your own guns on 
autofire and let them do the firing for 
you. Your job in this scenario is to 
keep out of harm’s way as much as 
possible. The best way to do this is 
to constantly change your course. 
Don’t make set changes, or the 
British Navy will anticipate your 
moves. Instead, move randomly; 25 
degrees to port followed by another 
10 degrees and then 20 degrees 
back to starboard, etc. Keep your 
speed maxed out to keep the British 
ships away from you. 


General Notes 


One of the most important words 
for either navy is “broadside.” 
Attacking head-on, while it does 
rapidly close the gap between ships, 
only brings a few of your guns into 
play. Attack at an angle to get the 
full brunt of your arsenal to attack. 
For novice commanders, another 
important lesson to be learned is 
that naval battles are moving battles. 
Unlike land combat where two 
forces often battle it out without 
gaining or losing much ground, 
naval engagements are always mov- 
ing. A stopped ship is a dead ship. 
Finally, if the tide turns against 
you, a smart captain knows when to 
turn back. -Steve Honeywell 
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Fusion DoubleCD" 16 — The Complete Multimedia Kit. 


National Parks 


of America 


MultiCom Publishing 
Macintosh CD/PC CD-ROM 


The breathtaking nature photogra- 
phy of David Muench is the chief 
bragging point for this informative 
and enjoyable tour of the National 
Parks system of the United States. 
Just about every major attraction in 
the country is represented by a half- 
dozen or more postcard-size photo- 
graphs, and there are also short, 
full-motion video non-interactive 


sequences. 


National Parks is more than a pic- 
ture book, however. It contains a 
comprehensive data base of infor- 
mation about the park system, a 
travel planner, and a search mode 
that lets users find the places that 
offer their favorite recreational activi- 
ties. 

The package has versions for 
Macintosh and PC on one disk. The 
Mac edition was tested for this 
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review, but the Windows-compatible 
one is as good or better. Certainly, 
the larger monitors used with most 
PCs present the pictorial material 
more effectively. Macintosh users be 
warned that National Parks of Amer- 
ica requires both HyperCard and 
QuickTime. 


The program runs quite smoothly 
on machines with 8 megs of internal 
RAM. Operation is slower and a little 
jerky with 4 megs of RAM, but it is 
still quite acceptable. 

The interface is point-and-click 
with large, square buttons. Each but- 
ton has a little drawing, but there are 
text identifiers for those who don’t 
speak pictogram. 

The product is structured as a 
series of interlocking command 
screens. The user picks a region 
from the Main Menu, a state on the 
Region Screen, and finally a park 
from the State Screen. Icons 


arrayed around the edge of each 
screen allow movement from region 
to region or among the states within 
a region, so it isn’t always necessary 
to return to the Main Menu. 

This is a strong, if typical, multime- 


dia entertainment product. It is a 
highly polished, low-key presenta- 
tion of interesting facts and visuals 
on a leisure-oriented subject. If 
you're planning to tour the U.S. in 
the foreseeable future and enjoy 
outdoor living, a couple of sessions 
with National Parks of America could 
make a good vacation even more 
wonderful. 

-Arnie Katz 
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The sexy role-playing 
adventure game 


You stumble back to your office after a 
long, hard day of detective work. You 
can’t wait to get cozy with a bottle of 

whiskey, but your answering machine 
has an urgent message. "This is a life 
and death emergency. Women are 
disappearing. Donna’s missing. 
Please, come quickly." Donna's 
rescue is only the beginning 

of an adventure that 
indulges your wildest fan- 
tasies as it plunges you into 
fun and danger. While on 
screen you're dazzled by innova- 


WANTED: Private |i os to Rescue Desperate Beauty. 


tive and original Japanese animation 
that's taking other countries by storm, and 
is now available in the U.S. 


"Cobra Mission is unique." 
Computer Game Review " 


"quite an original." 
Strategy Plus" 


"I have to admit | enjoyed it." 
"Game Bytes" 


Available now at your nearest dealer 
or call 1-800-258-MEGA. Or write: 
Megatech, P.O. Box 11333, Torrance, CA 
90510 Visa, MasterCard, checks accepted. 


System requirements: 386 or faster machine 
with 640K RAM hard disk with min. 11 
megabytes of available space required, mouse 
recommended. Graphics compatible with EGA, 
MCGA and VGA (VGA highly recommended). 
Sound support: Sound Blaster, Thunder Board, 
Pro Audio Spectrum and Adlib. 
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Great Naval Battle 


North Atlantic 1939-1943 
by SSI 
For PC CD-ROM 


Are you one of those gamers who 
is intellectually turned on by the idea 
of being a naval commander, with 
great battleships to do your bidding, 
but finds the reality of such simula- 
tions a trifle... heavy? 

In that case, prepare to pipe on 
board Great Naval Battles (North 
Atlantic 1939-43), IO's superb WWII 
naval engagement contest. In its CD 
edition, especially, GNB comes very 
close to being the ideal sophisticat- 
ed combat simulator for gamers who 
hate sophisticated combat simula- 
tors. 

GNB offers gamers all of the nuts- 
and-bolts strategy that has tradition- 
ally driven hex-grid wargames while 
simultaneously alienating the mass 
market. But here, the strategy is fil- 
tered through an interface that pro- 
vides the user with a level of control 
not far behind that seen in a pro- 
gram such as Harpoon (Three- 
Sixty), but with far less sweat. 
Through a combination of multiple 
visual displays, menu options, and 
keyboard commands, GNB allows 
gamers a panoramic control over 
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their ship(s) without ever over- 
whelming them with a barrage of 
unwieldy details and complicated 
command codes. 

GNB uses a series of filters, or 
settings, to manage its sweeping 
subject matter. The map screen has 
an optional grid overlay, for exam- 
ple, which can be zoomed in or out 
to cover more or less area—up to 
140,000 yards x 140,000 yards. 
Other filters indicate everything from 
the name of the target ship to the 
maximum range of each battleship's 
primary and secondary guns. 
Gamers can even set the time scale; 
a 1:1 ratio is real time, with one sec- 
ond of game time representing one 
second of real time. 

Moreover, unlike most earlier 
wargames, GNB is not an abstract 
exercise. It allows the user to see 
and hear the battles which they have 
set in motion. The sights and sounds 
of war at sea are realistically pre- 
sented and engagingly displayed. 
The gamer has access to a variety 
of stations, from the map screen to 
the main gunnery station, where the 
action can even be observed 
through a pair of on-screen binocu- 
lars. 

GNB, the first program in SSI's 
Advanced Simulator Series (no, | will 
not use the acronym), is set in the 
early days of WWII. Most of Europe 
has fallen before Hitler's blitzkrieg, 
with only the island nation of Britain 


to stand against it. But Great 
Britain's daunting naval strength, 
which has kept enemies at bay ever 
since it sank the Spanish Armada, is 
suddenly threatened by a new breed 
of state-of-the-art German battle- 
ships, as epitomized by the deadly 
Bismarck. 

The CD-ROM version of Great 
Naval Battles (North Atlantic 1939- 
43) contains the original game as 
well as the complete Expansion Disk 
Series: America in the Atlantic, Sce- 
nario Builder, and Super Ships of 
the Atlantic. It also features a beauti- 
ful, and authentic-sounding, period 
music score, which users can opt to 
run through their CD audio system, 
while allowing the sound board to 
handle the explosions and other 
special effects. 

Additionally, some 70+ megabytes 
of digitized WWII era photographs 
are included, but can only be 
accessed through a TIFF-compatible 
program such as CSHOW, which is 
thoughtfully included on the CD. 

In short, the CD edition of Great 
Naval Battles is a tremendous value. 
It collects all the GNB software into 
a single, space-saving package, and 
even enhances it through the use of 
CD-generated music. So go on, you 
wannabe Admirals, here’s a game 
that gets down to the nitty-gritty, 
rather than burying the player in it. 


-Bill Kunkel 


N 
Rere’s only one thing better than wielding This single-character AD&D fantasy role-playing 
| wits and weapons in'a danger-filled AD&D" adventure is easy to use. Generate your character 
dungeon adventure — and that’s wielding from 6 races and 12 character classes (including 
them in limitless danger-filled dungeon multi-classed), select dungeon difficulty, and off 
adventures! Which is what you go! Auto-mapping charts your 
youget in DuvaEoN Hack." RENN B WC ,explorations with printable maps: | 
With the randomized SK N A haa Passwords let you re-use j } 
dungeon generator, eS R N } l AE favorite dungeons or let your, 
custom set-ups and »p M Wi ONG friends generate‘the same 


over 4 billion possi- 
ble dungeoris, no 
(two games need 
/ ever be alike! 


dungeons in their game. ~ 
Want more? Digi- 
tized sound effects 
and 256-color VGA 
graphics make 
DunaEon Hack an 
experience you'll 
treasure —/over 
and over again! 


IBM ‘ / í 
gaon us | 
\ Wy To order, visit your 
i retailer or call: 
1-800-245-4525 
_with visa/mc 
(U.S. & 

Canada 

only). 


© 1993 TSR, Inc. 
^ 1993 Strategic Simulations, Inc. 
All rights reserved. 


= = À 7 
‘ADVANCED DUNGEONS & DRAGONS, AD&D, DUNGEON HACK, FORGOTTEN REALMS, the TSR logo and all TSR chatacters, character names, and the distinctive likenesses thereof arè trademdtks owned by and used under license from TSR, Inc. 


iss , PR E: $C 
À he B a D M > E 
-— Bow dcs s E) â 
à z OU o 


MovieSelect 
by Paramount Interactive 
For Macintosh CD-ROM 


Sub-titled “The Intelligent Guide to 
Over 44,000 Videos,” MovieSelect 
from Paramount Interactive is the 
best film database of its type avail- 
able. The program subdivides into 
four basic areas, each presented in 
attractive visual housings: MovieSe- 
lect Recommends; Find It!; Holly- 
wood Guide; and Previews. 

MovieSelect Recommends is the 
most interesting and experimental of 
the subsections, if the least utilitari- 
an. The process begins with the 
user asked to select three films from 
the vast MovieSelect catalog. A sec- 
ond list is then presented and the 
user highlights any films they espe- 
cially enjoyed. Based on this rather 
flimsy data, the program then lists as 
either Recommended or Highly Rec- 
ommended movies from over a 
dozen categories, from Westerns to 
Sexually Charged. 


Unfortunately, the “fuzzy logic” 
which the program uses to make its 
deductions is frequently too fuzzy. 
For example, the initial three films 
we chose for experimental purposes 
were Aliens (SF/Horror), 9 1/2 
Weeks (Erotica), and Taxi Driver 
(Gritty Realism). The program then 
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Hollywood 
Guide. 


Tastelate 


Wmmeis indi! 
ui 


made some interesting judgment 
calls. Of the four Highly Recom- 
mended SF films, three were legiti- 
mate favorites. However, the pro- 
gram Recommended only two films 
in that category, both no-brainers: 
Star Wars (duh) and Aliens—yup, 
the very film we had originally 
entered as one of our favorites! 

In terms of picking comedies, of 
the nine which were Recommended 
or Highly Recommended, we'd seen 
them all and enjoyed one. This is not 
a good batting average. On west- 
erns, it got coy, tossing up only 
Dances with Wolves, another trendy 
and all-too-obvious selection (and by 
what logic could one recommend 
Dances and not Little Big Man?). 
Obviously, hardcore movie buffs will 
butt heads with this program. 

In the program's defense, howev- 
er, the lists are different every time 
around, and if it misses the boat on 
one pass, it might be right on the 
second try. But we were shocked 
when the Highly Recommended 
films in the Sexually Charged cate- 
gory did not include Wild Orchids, a 
film that is almost a companion 
piece to 9 1/2 Weeks. Also, the pro- 
gram didn't have a single foreign film 
to recommend. | guarantee that the 
majority of video store owners could 
produce a lengthy list of recommen- 
dations in that category, given the 
three films first mentioned, without 
access to the secondary list. 

The next two subsections are 
database-oriented. Find It! is a 


LUT EEE T A 


movie finder which locates titles 
based on actors, directors, or even 
key words, while Hollywood Guide is 
an alphabetical listing of films by 
actor, director or title. The listings, 
while not exhaustively complete, are 
good, and while you might not find 
every weirdo John Waters cult film 
or Jesse Franco horror movie, you 
will rarely be horrified by omissions. 

And what good movie presentation 
program would be complete without 
coming attractions? The Previews 
section of MovieSelect features 
QuickTime trailers for a dozen films, 
from Encino Man to Basic Instinct. 
This is the only part of the program 
that utilizes sound. 

MovieSelect was clearly titled 
TasteMate at some point, since 
that’s what's printed on the CD and 
on all the screens. Obviously, the 
release title was a good move since 
it better defines what this program is 
and does. MovieSelect is an inter- 
esting, mainstream-oriented, film 
database with a neat little utility 
which might well get users to 
expand their filmgoing horizons. 

-Bill Kunkel 
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The F-14 Tomcat Simulation! 


It's all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy’s advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED 
For IBM-PC/Compatibles 


A computer-controlled wingman responds 
o your every command. And, you'll 
interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
he F-15 Strike Eagle, now try the F-14 Tomcat 
eaturing the most authentically modeled F-14 
Systems available anywhere outside of the Navy. 


get our free catalog. 
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Mega Rock | 
Rap ‘N Roll 


by Paramount Interactive 
For Macintosh CD-ROM 


Almost everyone enjoys making 
music. Most of us can’t sing a note 
or play an instrument, but that’s not 
a barrier with Mega Rock, Rap ’n 
Roll. A Medior Production in associ- 
ation with Interactive Audio, this jam 
program virtually guarantees an ear- 
pleasing result. Even lifelong listen- 
ers can put together compositions 
right from the first, yet there’s lots of 
room for more sophisticated musi- 
cian/composers to experiment. For 
those with the proper digitizing 
equipment, this includes inserting 
customized sounds and vocals to 
expand the choices included on the 
disk. 

No hard copy documentation 
accompanies Mega Rock, Rap ‘n 
Roll. Fortunately, few users will 
require any help beyond the two on- 
line tutorials. One gives a succinct 
description of the product and the 
procedure for putting together a 
song. The other conveys the same 
information through a QuickTime 
movie featuring a helpful rapper. 
Most users will want to view the 
other, but stick to the no-frills version 
when genuine assistance is 
required. 

The computerist picks one of 10 
basic musical styles from the Main 
Menu. Available are: Africa, Big 
Band, Blues, Latin, Rap, Reggae, 
Rock Sampler, Soulful Sampler, 
Street Jazz, Techno Pop. After 
clicking on the desired style, the 
main display appears with numbered 
sound loops running down the left 


rock tap 'N roll 


IE- rock rap ‘N roll 
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ie Ms 
BigBand Rock Sampler 


Blues Soulful Sampler 
Latin Street Jazz 
Rap Techno Pop 


With Mega Rock, Rap ‘N Roll, you can easi- 
ly create your own tunes. 


side of the screen and production 
tools on the right. 

Each song loop is a snippet of 
music in the designated style. 
There’s good stuff in every category. 
Unfortunately, only machines with at 
least 5MB of RAM can access all 10 
choices for each type of music. 
Clicking on a loop plays it. 

The Song-a-Lizer at the bottom of 
the screen turns loops into full- 
fledged songs. The user drags the 
number of the desired loop and 
places it into a circular space on the 
Song-a-Lizer. It turns any arrange- 
ment of loops into a reasonably har- 
monious whole. 

Clicking Start on the Song-a-Lizer 


runs the loops. Regardless of their 
apparent order on the screen, the 
Song-a-Lizer rearranges the song 
loops into a tuneful sequence, which 
it plays until order to Stop. 

The mouse kickers, Vib-A-Tron 
and Bop-O-Rama, produce sounds 
at the tap of a button. Each is sepa- 
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rately programmable through 
attached menus. Moving the pointer 
around a mouse kicker dial alters 
the sound, and each selection also 
includes a secondary sound that 
plays alternately with the chosen 
one. 

On the extreme right is the Voc-A- 
Lizer with eight sounds. The pro- 
gram cues them up in order of selec- 
tion, which makes them much easier 
to retrieve during a recording ses- 
sion. 

The keyboard controls the pitch of 
two pre-selected sounds with the top 
two rows of keys and plays specific 
sounds with the ones on the lower 
two rows. Il LC and Ilsi owners, limit- 
ed to four channels, do not have 
active pitch control. 

If a jam starts sounding good, the 
tape recorder icon in the upper right 
corner gets it all down for posterity. 
Once recorded, a composition can 
be replayed or saved for later use. 

Sound is the main focus, of 
course, but the development team 
did a good job on the graphics, too. 
There is a different visual look to 
each studio, depending on the musi- 
cal style. It doesn’t make the songs 
better, but it helps put the user in the 
right frame of mind. 

Mega Rock, Rap ’n Roll sets new 
standards for jamming programs for 
non-musicians. There have been 
good ones in the past, but none that 
match this for sophistication, ease of 
use, and hipness. -Arnie Katz 
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Gives you better 


Gives you easy 
diagonal control 


circular control 

Extensively consumer-tested with game 
players, software developers and computer 
game reviewers, the Triax Turbo Touch 360 
controller brings a new dimension of control 
and comfort to computer game playing. 


It’s a breakthrough product, j 
offering the benefit of higher / \ 


scores and longer play without 


For use with IBM° PCs 
and compatibles 


TRIAX >; 


TECHNOLOGIES 


Faster movement for 
higher scores 


No more blisters or 
“numb thumb” 


“thumb fatigue.” Just pass your thumb or 
index finger over the control sensor—you don’t 
have to push down. And, thanks to better 
diagonal and circular (360°) control, the newest 
and most challenging games are easier to 
control and m 
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It had been a long and difficult 
battle against the Ur-Quan Masters 
and their various slave races, but it 
had come down to one final battle 
against the Sa-Matra battlecruiser. | 
—— had just been in a difficult battle and 

was in no shape for another, espe- 

cially not against such a powerful 
cruiser as the Sa-Matra. Thankfully, 
the Yeehat and Pkunk races had 
decided | shouldn't face the enemy 
alone. Each provided four ships 


with which | could battle the huge | 


!! destroyer, but my chances still 
looked bleak. 


CONVERSE 


However, one of the Ur-Quan’s 
“talking pets” re-evolutionized by 
the Umgah told me about the weak 
points of the ship. To destroy it, the 
eight generators around the Sa- 
Matra had to be taken out. Once 
that was done, my mother ship had 
to fly in close and | had to detonate 
the bomb on-board. My only hope 
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was that | could get far enough 
away to survive when the bomb 
exploded. 

The Pkunk and Yeehat proved 
incredibly useful to me. | had the 
Pkunk captains take out the red 
generators, since, with their side- 
ways-firing guns, they could strafe 
the Sa-Matra without running head- 
on into the deadly devices launched 
by the killer vessel. Once they were 
down, the Yeehat went in and dust- 
ed off the fireballs and other defens- 


Í es, leaving the Ur-Quan powerless 
before me. 


The opening left in the Sa-Matra’s 
defenses was fortunately large 
enough for me to maneuver my ship 
into it. | hit the destruct button and 
jumped into my escape pod, hoping 
that | could put enough distance 
between myself and that bomb. | 
watched from my pod as the time 
ticked down. | saw a huge flash of 


light, and everything went black. 
| awoke, some time later, in a 
hospital bed with the beautiful 
Syreen Talana standing by me. She 
told me that the Sa-Matra had been 
destroyed, and with its loss, the Ur- 
Quan forces had quickly fallen to 
the vastly superior ships of the 
Chmrr. It looked as if for the first 
time in my life, I'd see peace in the 
universe. As | watched, the slave 
shield surrounding the Earth disap- 
peared. That's a sight I'll never for- 

V murem Prep mu 

d vanishedi 


get for as long as | live. 
Of course, | still didn't get to 
where | was going for about five 
more years. There were more thrills 
and adventures waiting for Talana 
and me, but. . . 
That, ooy miren. is en ren tme 
Nilay cost 0:90. 


Slot Machines 
p= 
Blackjack a 


Video Poker 


Craps 


Others play to win! 


Beat The House makes learning fun! 
Intimidated by casino gaming because you're 
unfamiliar with the rules? Ever wondered why 
the word "seven" is met with glares at a craps 
table? Is the guy next to you at blackjack just lucky, 
or is he on to something that you don't know? 


Leam to Count Cards and more 
Beat The House is the ultimate gaming tutor 
and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line "pop-up" tutor to make recom- 
mendations and offer suggestions, you'll be 
shooting the die and slinging the lingo like a pro 
in no time. 


Feel like part of the action 
Dazzling VGA graphics and realistic sound put 
you right on the casino floor where the chips 
are flying and the competition is fierce. Play 
against your friends or let the computer fill the 
empty seats- watch out...they play to win! 


Slot Machines === 
Multiple payout or progressive! 


Craps 
Learn to maximize your odds! 


Don’t gamble on the other guys. AP Discovery 


oulette 
Br eene Leam how to Beat The House! GAMETEK 


^ publishing partnership. 


Order today by calling: 800-722-8988 


Visa or Mastercard accepted. 


Spirit of Discovery 5421 Avenida Encinas Carlsbad, CA 92008 


Trump Castle is a registered trademark of Trump's Castle Associates. Capstone and Casinos of the World is a registered trademark of IntraCorp Inc. Casino Maste 
Centron Software Inc. Caesars Palace is a registered trademark of Caesars World Inc. Virgin Mastronic is a registered trademark of Virgin Mastronic | 
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Same lightning quick action as the NHL. Don't blink 


The only 
mputer game 


Trophies like 
Hart, Smythe, 
Ross, Calder, 
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SPORTS. 


ELECTRONIC ARTS 


Finally, real NHL Hockey for 
your IBM or compatible. 


Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


